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(54) [38ig©=&^3 amy-A->x^A*j;^My-A«ia^» 



(57) [Wfc\ 



IB1] 




(2) t$[?B2 0 0 1 - 1 2 0 8 4 1 



l Ti&m&m z tiT 5 s — ? x 

iffs^#s§u i^-cD^«E^;i/-^(ca-rs'? ; 7-f7 T > 

HmtmT Ltzm-s^ m^tt, mitt, mmLtc 
Tumtm\~Tm<»'?z><<7z/ hs/xxAtttirr*.* 

m&v-i**)— j&XT-ut* nmtmr uremic 

[BMWI4] MfB^-A+t- /^X^AUu 

A„ 

WWWmT Lfca^ic, BufBX^5>rL-;HfffB«#raL 



oxsmx&v^* t~s \-i'7,TU\z.m i &?z>n&m5 \z 

IBf6<Diifl'7 v -A->X7 1 Ao 

HS'X^AjbMfeCDSrCCD'J'^-f'T'V hi/Xr^ 

SUB^-At*- Mv'T.^A^ 
-©^£*>*lc**»Wtf*7Lfcii£lc, MIBBft 

f*l^5-f 7»> hv'X^AT'&oTfctiStt' 
V^UTZ/ I^X^A^ ^V^-ITZ/ HS/XxAlCfcf 
r«%OttK«>irad:b-e& LT9feSr«n«q(2 ICE 

S^iHI^-Ae/T^A,, 

-?mn<D £*>--z>\*. 

2 iclB^wafiy-A^XT 1 A, 
[3*311 0] BuIBy-A-y— /*->X^AW\ 

iSlc <fc y — 7 -f 7 V h ->* t- lxtfm&& T 

iBOjifiy-A^X^Ao 
[fl^illl] MIBy-A-tf-Mv'X^Al*, 

[flirai 2] HyfiB^-A-y— /^i/X^Ali, 

S^-fT'V htCjf«-r*lt^3S2lCl3«(Dii«y-A 
-VX^Ao 



(3) 



ftf% 2001-120841 



M13] mE?-l±V-/&7. : rUlt, 

^^-^ft^eK^oT^rts^s^r^n^i 2 

mrSIR&lII 2lCfB«C0ilfiy-/*->7.7 1 Zxc 
[IR2&H1 5] UEy-^-z^XfixB, 

*«B£IC» S^^T'r/hS'X^ACDfcfigJSffittfSfre 

T*fll*JH1 2 (cfB»6©>iffi ^-AS/X^A, 

^©IS*lcJ:*H»IB»Wliai1WB©Bir*atJh-r*W 

*Jg1 2 lClS«<Dii<S'5r-A->X7 1 A < , 

+r— / ^X^A^ti^ 

W W W*-/ ?->Xt AflDgBttf^SEK =1 V n. — £ IcBHK 

Rnn*«»-w»wr*ii*!n 2iciBtw>iif§y-A-> 

[IIMWil 8] MfB'Jr-A+r-n'i/X^Afcts 

^m*»oiti3^7-f i^x^Afres^&ttis? 

Ai/XxAo 

[IS^JS 1 9 ] KHBy-Zx-9— / *->X^2*«» 
l^-Tftfr OSuf B? 7<7VF ->Xf Afr 6 ^-fflfr© J* 

7 p ttfB(cBI#«lt?.IB*Jl2lcl3fg(rjjiiiy-L k ->7 > 7 i 
A„ 

[n^9 2 0 ] / ?i/xf^B, 



MBf-: * «M#9I 2 fclB«®»flW-.k 

S'T.-^Ao 

[M#H2 1 ] WKx-^-Xfctt* ^0=p-<Ty 

BuiBy-At»--.K->;x^AfcJ\ 

t^f*i*»©^5'f T'y h^X^Atftt«SLTl^i§"& 

2^2 iCiBKOilft^r-A-VX^A,, 

[R$12 2] MIBy-A-9— /^XtW*. 
fm**© * 7 -T T 7 > h ~> X =r ui$*m L ti^s »& 

^ffiW^^-TT'V h ->X7 L /x(Cffifl]-r*a^Jl2 tcfBK 
(DiHiy'-Av/X^Ao 
[f§3?J12 3] ByfB^^'TT'V h->7.7 i Z ai li, 

»*aBs#KejBr 

HUfBy— A^-AS^^Ali. VftlftWr-f 7V h 

R3?JS 2 »CE«flWB«y- A->X^ A, 

[«*JH2 4] SusBy-A+r-.Kv'X^Ate. 
fg&O^-l'T'Vhv'T^Afc. **IB?;l/-7£LTH 
m-Hi^T-Z^-Xt. ZV^xfrv h->7.^A<!:x 

Tlt«lll:ft927!>£IIHHt2 3 ©l^titf— JSlclBicO 
jUM^-Ai/X^A, 

> h S/X^AtjIfrt^y-A+r- /{->*^2*fc©IH? 
'r-A+r-.KS'X^Al*. BRO^-fT'VhS/X^A 
flWtf«IWB8I©«W*- KtcWJSLT«BPB«*tiT 



(4) ftffl2 0 0 1 -1 2 0 8 4 1 



nmft&T Lfc»$ic» m^Tcis. nmtx. isifc 
m-<D*tw,<fii'-zffiiZ:=-oo)*t7<?ii'-zncftii%* 

I 71f IS© ? "5 < t fc-oii, 

t>i£t lt>*^-t«w^2 5 iciBK<Da«y-^ffiia 

[a*JS2 9] MIBx— S"^-X»c«$i«|*n«fijfB^ 

;u- 71f no o -5'J>fc < <t t-ott, 
HuiB^cosa^fe-t+^^-rsxT 1 ^ 

2 5 iciBigojifiy-^Jias^o 
[ft^3 o] ^■rn* % coBuiB^^-i'7'> h^;*^ 



tl*.*R3RJE2 5lCiBS©iiey-^5aS^o 
NHOI 3 1 ] MIB^'/U- 71WB«MH LT»«*;U 

\?-jsm.m*& J > : 7<<7y nci«rsxf*r* 
«^.«m«qi2 5 iciBK©ii«y-Aais^ 0 

[IH8JI3 2] BUiB^aO^^'TT'V h->7.7^<0 

buIB^Sj©^^'C7 , > h-VX^AtDS^tiv buIB^^'T 
^(0^3-fyy h -> 7.^^8513^— »4>4)(c*tfflKb? 

Sfeftft a J: •? £ L/c £ t*Wf»t f 1 E«© 

MSB 3 3 3 MIBJ«M>*5-r7 , V V a s7>TrU0&t 
WEy-^it- /*->x^(caHIT*aS«*R£* MIB 

y-^xxAfrSBiJiBfc^bKtoT^x-^awi 
? zmnhitmrn^mt *ma.rc.m&m 3 2 isttcDSifiy 

[R3JS13 4] 85l3jMfl^lfili. BuIBMS»fblc5Qf^ 

ic »r "C* x- •$» 3««iij®±<D <!f 0>S5HftBl::*tt& LTt N 
**»««rffllMHiT»*BISWI3 4E*©5i«y-/* 

[■«qi3 6] ijlB^^b^*-rifffiti, SuIB^^b 
V^^yy Ki/X7 l Alc^46«illclB1S3--&T^-5«a 



(5) t$H2 00 1 -1 2 0 841 



LT&Wi -Sims- 1> X* X* tifc£fta* *t z> * =& 

CBBraSCT? *3M8T'25 y s 
WIBftgBMblcWr^Sx-^f*, KBBJB2 
RL/fctSoafftttttftrT 5 -' ?T^«B^3 2 7b 

H«qi3 3 7bS3 9©fpFnfr— JHlclBK©ii«y-^-> 

Pis -ate* 5 -f7*> h->*yi*BTttE 

V-L&-I ^7rA*^ LT^-^lcBT 5f- * £ 

^XxA<t<DF^THylB'!r-A-y--A->X7 1 A^LT^ 
C <D y - A - / X x A fi» 6 b5IB 1MR tfatfli *n 

aLT«^r««m¥(B^:«tt^.^n«qi4 1 iBSOja 
fty-Ai/7.7^, 

*rtlcfflEX*flWI*«3Vr**«"e**BS8H4 2IB 

u Tim* uci&&i&psm%;mm'?- u^x? ats o 

[0 00 1] 

3M*ft©y-A»B®BTy-AWW*f7 9fc»©iMI 



y*-Affi*g#P^cD=l = a - y— > a >£7EH*-t+3c:<h 
[0002] 

y-A^g« ? «ii©y-A+t-/^icjg!gg*ti, an*© 
aia*BT»«y-i»**»fRrBtc«ua*hfc5i«y- 

[0 0 0 3] CO^X^AlCjJt^T. ■*-/«*» 
-I&BlcttrstttKg&jff&ofclteKli* h*-/\* 

*LaA/«y-i*»Bt*Lasnfcfls©y-AK 

Bfc©Blcfctt*»*BSK©l*9l*WlU WIWSIB 
&fi«&« n£©4'-.Z»&BBlc&tt-*:i?;'K©£S 

So 

[0 0 0 4] TO->7fAT'li« ttH4B#tf3t 

^?-i»icj§i''«g#©4r*7?$$Btt'r 

«BB^ »«r*y-AKBBTI«Hc«5i**i*. 

*li^©**7?$*^©B9i&&BJR?'3. £© 
iIlR1f$gli> AWMf-Ax-^tHWc* L 

* $siriii Btf»5*s ns. 

[0 0 0 5] SSfc* 9&L-<Di'7.Ti*<Dm£> 

i»©«w» icjji^t. »»H*Bi±« 5 y y ?«as« 

3 C <t * «t 3 K ft o T U**. 
[0 0 0 6] 3C0<t5ftilfty-A->7.7 1 A<DtiiillCj; 

^^xfc^tcftoTl^Co 
[0007] 

L* 3 £T*BB1 L*»Lftfl«6, 

■pa5ofc. *»©y-A*Bi»*RI»cftoT^*tc 
y-A-try^-ft^-paiJtO&Aty- 
LA/T^«fc -5ft3 Ji-y-v a >/) s lXtvft^ 

O /c„ $ fc*©aftf* (CBB1ifl t Bt^^»]&a#iCB$ 

[0 0 0 8] £fc> JWMiftftoTt^y-IkKlH 

^J:^>L^T^ * + 5 ^ $OSW1f ^^SiMcffl^lc t, y 
T 7 / -f ^icft^ «n« C i: ffl#^T'l* t'O «»: -5 

t\ y-^Bttwwwwa^wiifisfey^r*. 

[0 0 0 9] +^7^$BaBB^AX$7'rX 



(6) ^200 1 -1 20841 



vzmtRmmtDWMwmTTsZixZo o$y. z.<Dti?ic 
commzmz a - v ; kokj* ffl&&50iV -u^m^rn 

toy. t>7>*-?'rXZnrc* J r^<7<5>M1RWWt:tegr £ 

[ooio] ^bic, efsscoafiy-Av'x^Aicjst'' 

■b > * -4 ZTMSlMlA £ ?- AfcSS L A/?V>«:K3Z 
lei* 4 y ta* »v <h ^ 5 rnntf £ -p fc. 
[0 0 1 1] C4>£(cS3k f&KaaflW- 

t ^©flm#;£*is#-f * z. t * a w t ? 

[0 0 12] Sfc, S£S50ii«y-A->7.x 

t. a <h * <d &my5m*mi&? z> c <t «sio>s w <t r 

[0 0 13] ttifiy-AlCffll^** 

*$zzz£&m<&^?-i±ffi<»mn® i t>&mm<oiB. 
T*m±Ltcmm'?-i±*sx : r£±£*:<Dmm%y£*mm 
?%z£z:£*wic%i<Dmm£?Zo 

[0 0 14] 

[0 0 15] $fc#8fcA6^#»a-r*3Stt^«Til^H 

^ a sm* »/fc-r * 

[ooi6] *stcaia#a*fl { »WLT^4t'»«^T 

[0 0 17] &<9l&iW&r+59*<DWVl&&<BXRfc. 

m%}®&m< B.i?-i A m<Dmmm*&<*z£ 

#41/* J: r> (c LT?*-2vfc!IS L*fcU*£t^»K**tfc 



[0 0 18] *9gHli* * : 7-l'7'>h->:*7 1 A<!:aK-7 

;u-?nra«»i!Bu m-<Dtm?ii'-7\cmTZ9? 

[0 0 19] ±IB7 r -^'<-XlC^7rtl^'7 
/U-?W ?8©-50-'J>4 < i »Wtf»7 Lfc» 
mitts Atttcfi* fflSLfc3R^*fctt^m 

© * 5 -f T 7 > h ~/X 9- A £ tint 5 <fc 5 lc^«> 6 tife» 
[0 0 2 0] ±I2t 1 — >^-^tC«|ft*tl*f 

*mjz?zrctb(Dx'rVD.->i>mmtj i tetoznT35V. 
r-Lst-i&7>ThM^ tmtmT Litm^tc x+ 

[002 1] ±!E7 r -*^-XlCte*rt3-*l3?' 

•&ic, i^i— ottm4 r /i/-:ro-?— (D-77'r7 7 > hfxf 
mftKT remmn. y ig^ig^ - K*tajer * & 



(7) <&ffl2 0 0 1-1 2 0841 



[0 0 2 2] «jtHT, ±IBx— »"<-XlCtttt<!m«? 

!£ilgh-^>hH0>|gX««?7'r7 , :'hlcl — 
[0023] *»wicfci^T» y-A+t-y^>x^A 

[0 0 2 4] fljittf* y-A+t- /?->Xri»tt, ?;u- 

vMciwfr*. coy--**-*- /ts/x^Af** 

[0025] 5f$L<», x-^^-xici*, i^-rn^ 
<Dtm?ii>- y\,zmt s <? -r t > t» ->x t unworn 

[0 0 2 6] 5fSL<«> ±By-i*1t-/^7fi» 
[0 0 2 7] »*L<», ±!6y-/»-9— ;t5/X7/» 



[0 0 2 8] ar6K#£LO*. lEtt*y h«7— *tc» 
«*tl*WWW9— /f-VXxAtfliL V-btf-iVi/ 

**lc=i>tfa-*lclIBKRrtt*«ttT*Mfl-r*. 

[0 0 2 9] *#|IElCfc^T\ f—htt—H'SXrU 

7. ^ AajigjtfcgKS^VCSff fcfc y« 5 s - 

[0 0 3 0] $ft*JIW!)y-W-/^7ri»W;, t -4 

x?^*»iiiiB*<j 5 »-3fc»wy;u-y©^/i'-yiiHa 

[003 1] /^>X^Zk«» ttiE^ 

[0 0 3 2] &«L<& ±135*— f^-XtCli. 

[0033] mmcz<D'f-j+y-rf~/XTi±iz. i^-r 

[0 0 3 4] 6lCC<D^7'T7'>h'>X7 1 A«s ^-A 
[0 0 3 5] I^Xt-U 



(8) ^2 0 0 1 -1 2 0 84 1 



[oo3 6j ^momm^-uvm-n^t. v^jt 

[0037] *^-zictt»;rn*y/i/-7W 
Hjesnfc* 5 -r t 7 > k ->*. 7-umm ltam>* 5 

[0 0 3 8] S/cCCD^'-^^-XlC^^n^^VU- 
tC, **-$>:i-JH»tt*«SlLT, *HS4)|Sj|L 
[0 0 3 9] ^ 6lCdCDx-'5f^-XlC^?n^'?VU 

-©«*£foH«cj:*»Bff*7Lfciidl!:» & 
[0 0 4 0] CCDr- S"N-XlC«$flTrnS-9Vl/-yif 



h- > HSfcHS^- Kent? SfcaoSSflHEtf 
tt, -©«*^3b*lcJ:«»liKH»7L/fc«^lc» £8 

«**tn«cj: ft-afc^-rT'v 

[0041] L < W\ E©ii«y-AfflB&aH*, 

[0 0 4 2] 7*-6lC»$L<«. ?JU- 7flHB&»ffiL 

[0 0 4 3] dtlSjiffi^-^fiaS^tt. IBSSIf* 
(CD-ROM^DVD, mmmH&tei:) T-n>tfa- 

[0 0 4 4] S/c. *fBHOB|0!>flNI£ LT\ S3IB*S8 

SHBx- * «>4> icft&rfb-r "C$ 5 s - * £^4&TJ2Hf L T 

^©^YT'VhS'X^Att^dMiflMb 
f<* icffl&bf bQttSSfrft 3 «fc 5 lc Lfc C <!: * s 

[0 0 4 5] SfjglCti, BuiB«SfO'?7-1'7 , Vh->X5 1 
<!:> SuIBy-^>'Xx^^6BulB^^blc5a-r^*T r - 

[0 0 4 6] MIB^«)<b*S-rif#B«s HHtLT» «5 
IB^^blctoT'<*T r -'S'^iii®±w<t:CDa^ffiBlcW 

1ff^l*. MEJfc»Wb*«T77 3rXtt$r5-7 s -*T* 

[0 0 4 7] $rc, MISMtStMb^Ar^^x-' - 

iSS6## ! *7.'S» T-f X*tlfc* * ^ ^ * =&3HR-r * t * 



(9) ftffl2 0 0 1 -1 2 0 8 4 1 



[0 0 4 8] »$L<W. SiJIB«»£D^7'r7'Vh->X 
-V 5 ❖ * fciSiR* -t±S/c»<DSg 1 >v 

[0049] *fc»*L<»4, miBMiMfbxra^att. 
[ooso] *mmuc&v* skmms&it« 

iBy-^*t-/\*->7.5 i A^LTy-/xic^-r57 : — ? 

[005 1 ] ftfiBtcti. MlB*BW>*5-f 7>h->X? 

ffi* ft T * fc £ * lc S = * © * - iOHHI 
«3*#£ltU. M!B^-*c7)ij®±u:Mi3y-A 

[0052] mmmic**)* zzicmommtLz. 

A=&5> LTf-l±lcm? 5x- V T^US-fAlcgg 

*£T*»«^-A->z?^tf««*ft*. 

[0 0 5 3] 

(XWBflB 1 ) *fl^©llfitgfl5»l 11*, * 5 <f T 7 > h *> 



* r y h ->7f i^ttwrs J: -5 icst^s ft/cim 
[0054] mi ic*ftmv>mm?-L>zsXTi±<D->x 
[0055] *afiy-/*->x^M*. @iic^t<t5 

A 3 KS^ftTflifiB* tlTf*. 
[0 0 5 6] S-J'^-fyV h-S/X^AI t*. ffr^Sil 

1 0, Z3>hP-;U/<-y K1 1 1 2 

ztamzim LT«ufttfft«. 
[0057] a>hp-)i//<7Ki h*s zmtumom 

*gr*«fc-5lc^:oTl^. y-A^*f*1 0W\ aART 
«4=lVta— >KlltLTO«l« (CPU, ^t'J, 
CD-ROM K^-f^, tfA, iS^Sj$l2]K> 
Alsltte) *«3.Tl/t«. SK^-ASS*** 1 Ofix C 
D - R O MS £<7>IBSjSf**) N 6 7 s — > SH&V y qlflBIC 

arftftreicu* rtM-rs^^iSST'v n]isii4^^ 

St" * J: 3 S ««8S<oy- A t L T 7n <f^ A * ftT ^ 

5:t6mu\ $/cy-^«s*ft:i o«, y-/xsa 

5 Hi®ft^ t aj^-r * J: -5 ic s t 
So 2 t*x y-A«*iti ofe^Scrjii^fi^ 

[00 5 8] y-^-/^Xr^2B > ?-UV-l^ 
2 0tB1l««2 

[0059] *f-htt-i % 2 0 li, 5/lfflcT)^ttS6=) > tr 
a-«(KB^LT®WA (CPU, /*y» HD, iif! 
*«jtT^*. /^2 0li, 4:98 

nicety, iifi'7 s -A'>7 > 7 i A^gs-r§y-A+t-/^ 

Ik -> ^ t 1 A £ HfTt 5 fc 46 1 C S t 1 - * ^ - X * 7 7* 



(10) ^200 1-1 2 0 84 1 



[0060] mmm^t- m^^msnm^rcitwrnm 

T'$oTf-/**'y ?4 0W>*-*y h 4 1 
[006 1] y-A*vh7-^4 0li> MHSiBflW- 

T355o 7c/cU £<DJ:-5&P PPj$$r»;*l*&<, ffit 

=&#ISLTTCP/I Pfc^j/UBCDSMglcLTtJ: 
IS 

[0 0 6 2] -f >?-*v ^4 1 l*. Wft*R©=l> 

era - *s«3We«Rrtta w a ntsu, tcp/i p 

I*, -f hQWWWtttt&ftlffirS. 

[0 0 6 3] WWW+f-/*v'X7 1 A3tt\ WWW^-/< 
3 OtHTML (/Vf/\°— T^XhflJiC) IB1MIH3 1 

[0 0 6 4] WWW^-/(3 0(i« iFUl«>AttflB=l>fc: 

h4 1 lC««JLTf *3>tfo.— 5t^61#S<0*v 
-^T 7 KUXSJ§Sr*Ci:T» HTML f BtSHH 3 1 
ICJgSSAlJrtlTVSHTM LJf5rt(D7 7"Ol/£:£;3rllfllt;*' 
^C£tfRTffi(::fllJ$<**lTl''«. HTMLieifpS^3 
11*, WWW?-/f3 0#Wl*-*IB1tfI*E"P»oT» 
WWW+J--/*30U:J;o Tf&SamTc Vf—Lft—lVs 

Mr- /m*4<*flHW-/t*«W\ * 

C lc * T 7 "s V v'Zf AtiWR LTHIW 5 <fc 3 K«§ 

[0 0 6 5] ^Jifiy-A-VX^A^PfLt^ 
^D'^BSSr. O^^TS Y-'sXtLkI (A. 

b) ttfc^T» iangBi o otsitigBi o 1 t«y 
-zvH^tti oicMrs. m*)^— s*£/$gBi 0 2<h 

zi> h a-il/iv K1 1 it*. 3>hP— Ki 1 



[0 0 6 6] SQSSIB1 OOli, CPUSWiLT^ 

SgSl 0 01*, Mf^eill 1 0»6<DttfNI«dDB 
■L *S»3l£#8:i 1 1 'M>&IMi4«>tt2K iifiSB 
1 0 1 QjMMftk Iii2j7 r -*£J$£I11 0 2<Dt!ltt4: 

iMsm oh*, fly^re^/v^*-^ 
*•> h4 1 tsas^Bi o o tof->aHW*#ftt 

JgfEgBI 1 0t*, »ffc|t*:/*+** 
IHi£¥ft1 1 H*. tt%tfk:xV r ]|E?&£iI!E*&bJR 

[0 0 6 7] ?-LSt- 1 i">Xri*2 tCfcl^T, 
B2 0 0<fcjI{I£B2 0 1 fctty— /t2 OlCJBf 
So i31SfIi5E2 1 let*, 2-1ff-i S"<-X (J-XTDB 
£V&TZ>* ) 2 1 0, ■'f-y— Ptf-DB 2 1 1 , X* 
7./<-hPtT-DB2 1 2, y-7;l/DB2 1 3. =f~ 
^I0B21 4, tt^V«DB2 1 5feJ:tf I— 
> hifiD B 2 1 6tt£tfttMSftTl't$. 

[0 0 6 8] JL-+f D B 2 1 OKI*, SEiHgy-.kS' 

F/t, 5«§$fc&£<Dft!!, <@A^>««8SE> BS*. SUMS 
[0 0 6 9] -<-v?-Pbf-DB2 1 1 tc«. -f-S?— 

[0 0 7 0] X*X/\°-hOlf-DB2 1 2(CW\ X+ 
^<D*«? (fffltt) » #JJDA». ^«gaSUs D B 2 1 3 

~2 i 6^a>tj>^mis a»ntf-tcfe»**^-+y h 

[0 07 1] /-7/I/DB2 13, ^-A«8DB2 1 
4, <8^^»JKDB2 1 5fc<fet/h-^-p<>h«8DB2 
1 61*, *n*tl©»WIB'JtCfctt«»Wy/U-^11WB 
tfEHSftTC*. «>J^.t*, Wi8^;U-^<D*«i (fm 

*) , muAm. nniack. *fHSiittB«ijti»7W 

[0 07 2] itv5fl)f- S"<-7.l*tB5#ffaRl#&l;:& 
[0 0 7 3] S&SSB2 0 01*. 51(iy-Z» l ->7.5 1 A^ 



(11) 



0 0 1 -1 2 0 84 1 



0~2 i 6«*BHU iifi^S2 o i *%m\~Tzfa<? 

^iKDx--?^— X2 1 0~2 1 2i/-7/l/7-*^ 

-x2 1 3 tzmmrzo mm&m2 o i iiv y-^* 
-tyy hs/T.^/* i tmmm&2 o o t^-^j&gm 

[0 0 7 4] S--^ ^'fT 7 V h v'X'T'jL 1 li» -Juf^U 

[007 5] l^f ftCOWfF^- KT*k y-Atttt* 1 
Oit. 3>hP-/l//WKl 1 6 N 6<D»f^^*»«RL 

-A*-y h 7— > 4 0Si£T-tt«Sffl#<b&-pfc^-<7 7 

•> ?4 oicaiaj-r^o 

[0 0 7 6] MttWlctt, I2]8ic^-r«i;-5ic, y-ZvBl 
#<*1 oi*. ttfffli^sflEnt; (s 5 o i ) . 5BHIPM& 

^r^fFrtST^sft^jb^^srs (S502) . 

a«W«ITftl^«^»C(* (S502 : NO) , JSiEt- 
(S503) „ 

[0 0 7 7] jifiP^JS^LTt^Ji^tCtt (S 

5 o 2 : y e s) , y-^*i*i ot*s jitre- 

d, /^7-K«£:<o<e»iiHR«9£flrr« (sso 
[0078] ftNfttttta* o«^-r>^ 

-a-^H^^M** (S 5 0 5) . y-^HttifilSSWf 

(S 5 0 6 : Y E S) , y- 1 Ote*-<7>18fffi 
*£K*Biy (S5 0 8) . 7tt£ttetlfc3?>FSI 



ICiHtUf* (S5 0 9) o *fty-i»*yh7-^4 0 
frSsv:/ KtfiiSra*nfc*fc«£lctt (S 5 1 0 : Y 

es) % y-zvt8#(*i ottc*i*w*wy (ss i 
i ) » nmib-9-yK.mf**. 

[0 0 7 9] '3ty37VKiW-5'-Pe-fffl , >-f 
VK^a^^LT^-SH^Cl* (S5 1 2 : YE 
Sh 1 0 tt N •f-^-ntf-ffig^-f V 

K*£l^8*iHE (H9#1R) (S5 1 

3) „ H«lca7>Ktfx**/<-hne-ftS|B*-r> 
K^BCT&jtLTl^&ldlCtt (S5 1 4 : YES) » 
v-um*.®. 1 0 tt % x+X/ \- h p e-fHS* -OK 
*&lt3S*nn**i3*<*-g« (S5 1 3) c CCT^ 
Sx+^/fr-hatf-ffflW-OK^fcW* S*HB 

(Eli o^#ss) coffiic, &«r7-oK-5Sm (HI 1 
~i26) t,^$n^tco«*:-r*o cnes*aiHiiv 

[0 0 8 0] Sfc3?>K#ttlS«-K'N0>&fT*CTL 
Tt^*»&JC(4 (S 5 1 6 : YES) , y-ix«*i*1 

Artow^^-^vsswfflLTWWWffl^siff-r* (s 

5 18) „ 

[0 08 1] <7^-(T> h^T-T^I tfWB*- KJCftl 
•V h9— 7 4 06^6Si«T*-n*aifFPT>KlCS^T 

»cj:y» 3©y-2x«tc=o6!> 

=l>hP-;U/\°-y K1 1«««EL7ttA^MKLTt^ 
[0 0 8 2] ?7'T7'yh-> 7.7^1 tfWB^- KtC« 

[0 0 8 3] a7VKiLT^+7 hlflfi^iMe 

htS«i(cS'5t>T3t^^ : E-'$t 1 2<Dli®tcS^-r« 
(S5 1 9) . Z3T>K£LTS^*-e*:3V>KjbSjS 

K1 109&tt98£¥«1 1 1^lSi!i*1±So 
[0 0 8 4] ££T\ Wa»W^-K K-v>-Pf 
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[0 0 8 5] E2lc^-Tc»:5lc. •57^-<7 7 > h^X^A 
1 At 1 B<t##fcj£i^ttTl^tt8gT\ V-Ltt- 

-fT'v hv/x^^icm 9 K/Tvrj; •pfc-r-y-p if-ff 
net** ?-un-i\2 oav-y-ptr- 

DB2 1 2*«*LT2S«LT*fciM«#7 s -*fc:*'3 
[0 0 8 6] »fW»ic«^T*-v;u*WW#y * 

I^K^lf^ ^7-T7V K->Xr-A1 AteCtD*- 
B) , y-^-/^2 0tt, 2-VDB2 1 IfrSCCD 

xr/»i Aicjgffrs (©<z>$isg) . mm<7"7<fTyh 

So ^WT'VhS'T.T^I AOjSft^riVhP-yU 

ki 1 *»f*LT#w*L&**»je-r*£ 
«D) » y-^-/«o», iMK$&(cftw«?7<r 

T*m*a«ir*4f*5*i**is«r* (®©*is&) . 

[0 0 8 7] C©S«#*L&*ffi5*j5*LTU»*»£ 

klzmmTZ «D) o ^7 / f7>hi / Xxi*1 A© 

[0 0 8 8] — y5<7^^T> Y-*/7.tW\ B#5©iSffi 
te : t(Dm*?^'<7l't-i'X : rU1 ucrnmL «D) » 

K^amra «d, ®) „ ps-s^-f T'vhs/ 

-/ ^ -> 7. L, 2 tftoit? Z> Z. t K£ 5 tf* Bttffi¥4>* 



«>ttiR«^LT^«. coat** ttarsnnmrcti 

[0 0 8 9] /Ki/XTl*2te. 

- p e-) * fc «i*rft#©tt«7/u- ^tcs LT&*t 

[0 0 9 0] W«»W^-KT» ±2ELfcJ:5tc. f- 

i icy-c :o*xi-**jp*-a- (soo) » -<-~j-u 

-nkT-fl«*xa-**iWr-£* (S0 1 :H9) „ 
^LTWISWRIgtfnSt* /\*2 0«. MIS 

(so2) . 

[009 1] Vz^TS hv'X-rL.I =IVhD-/U 
/\°<> KI KcaSl^TX^-h^VflW^tiStX*- 
h ^zi-S$S? 5 teft-aTV* (SO 3) o 
C <*> X $ - h * X n - $ fc li y •< > y - a - 6 X + X 
/t-hPbf-tfWWrh**. y-^-/?2 0(ill 
««gfflS*®ST'«*i*X/ \- h P bf-f^«8r> -f > K 

^^a^*^^, (s 1 o) „ 
[0 0 9 2] x*x/\-hpe-tt5S^tc«n 

[0 0 9 3] X+X/\°-Plf-fP!ia^Xa- < S:LT«> 
HI OIC^-TJC-PIC, ^h/l/^VFfWK ft7 
h^>K«5W 2 £ £tffHR« 'J X h W 3 #SS%?n 

- KKAoTl^^-<:7 7 >h->X7 l A1 6 N S>H«*n 
Ttfcffy HWHc»-5<«WJW2 1 '#l5»W?a 
SitfhT^*. y-A^-/t2 0H ^•fr'yhlf^iM 

x+7./\°-hPtf-DB2 1 2(CttMU *n(C»r5* 
f vy h'J-f >K'JW2$S^-l+5. ft'yh'J'fV 
K*W 2 (CI*. 3t*A73^fc«)^<«W+-<J?- KW 2 

2 #«s\*n*. ffn« '^hW3ii, x*x/\- 1» p 
tf-DB2i 2ictssfta-nTi^^i/-^ , if?B^y-L 
+*-- /^2 oft^^LTa^-a-sMis^/u-r— ^T'S 
So c©f^«g«,';7.hw3i*, -<-*j-u\f-fm*?<( 

(09) (D^^-<7'>hv'X7 ; A^(D^#'J 
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[0 0 9 4] ^-fT^hi/X^I tC33l/>Ts 
W>FO-/l//fe K1 107.^-h^>^f^-r* 
is •?-<DB5(7) : E-K^3<tr5Ln:Z^-hP<-a.-M1 ^ 
Sij^ft.I.ifcaKSoTl/'S (S1 1 :01 1) . 

[0 0 9 5] CCD 7. 2- -a.-M 1 (Cfcl^T r£ft 

^e— Kcois^-r^^-a-M 2^^ica^*-y:i) (si 
2 : ea i 2) o coy^a-frs^rhfrottw^-K 

(S 1 3) . 

[0 0 9 6] iKRSftfc*H8*- K?f&8*ft* r fFlS 

1 6 ,t #ftDLT<*C:ttCd;oT (S 3 0, S40, S5 

o. seo) , -•3<o»«y;i/-yiWgi«*n*. 

»«©«w^- h\ i>- u«j tfsftffts^&fiBB 
JR2. mmtcvi tfmiR2t\z>i:nmzm3. i>- 

[0097] attsmsua (si 3) smii 

2 0ICj;9T«JSr«r->'<-72 1 2~2 1 6 leg 

si* ft*, mttmu* >/t-i«»Ly H£/i/-/u# 

[0 0 9 8] **-h*=a-M1(C33l*T r=i^>h 

tfm8i&ti*£s y-i»*-/t2 0tta^>hg 

>Kf W4*«S*-&* (S 1 4 : HI 3) o C 
>K9W4lctt» fflA«*tf«©*5-r7 , >h-> 

ffe<D?^7'>hi'75 1 Z*lC^Lfcl\£^&s =l>h 
□ -/U/t-y F1 1 ©aM^#4« VtcWJ6*-l*TS«r*fc 
46© * -f y ? * -fa- v'ffiSIW 4 2 , 35&l}-$C¥A-h<Otz 
46©V7 h^iT 7 *-*'- KW4 3 tf«i5*<!rft«. 
##Cft6©W(cffit0!>&*«AJj-r«&« V'-UV— 
M"2 0(*Cft*a— VDB2 1 0(C»fH($>&4>ttj8 



Sa-sTttMTS. Cft£=l;<Vh*aCT<!r-&«&*fll 
$Blis ^y-A+t-/^ Otf&^'fT'V h->Xfl> 

fE=]T> K£a>ttJ£*CTTttJ&M^M;*ftTl''«. 
?—LV-l<\2 Otts y-2»*yh7-^4 0±ffl«tf 
a7>KO«ll*iSU K<j«S£«*ftT* 

T'Vh-VX^AI IC39HITS. **5Y7'>h-> 

Diiiliis^TSO 

[0 0 9 9] 7.*- h^-n-M 1 iCfcl^T >y h 

ft>*^6JEt*J tfigiKSftSts 
2 0 lis SKWtSRi- K©H»® * •> h -v 

•y l***>*/U*»r*. JM*Wlctts tf- /*20tt 
v HlWI*tt*air7 s -4" , «-^*^* v h D B 2 

1 1 tfOflS©T-^^-X2 1 3~2 i e&QHrctB 

[0 10 0] 7.*- l**-3.-M 1 (Cfcl^T r/y-fe- 
5?©aS«J tfSHRSft^ts y-W-/«0tt, »R 

[0 10 1] X*—b*-3.-*AUC&^T m<D*> 

/^-*arj *w»R*ft*t» y-i*it-/«ofc ^ 

TZo r±«fl|y^-^ + a^ K(D8»Ej ««SlR*ft 
Sets y-Zx+t-/^2 0tt^^ : 7't'7 7 >h->X7 L /*1 IC 

g?2- V D B 2 1 0«K*r?«. r<-i/-pt"-lC 

««s»?*ft*<!:s y-At»— / \* 2 oitmm^^ * 

■7— >*Jfe»**j #SK£ft«&, y-i»^-/«os 
iifi^- Kir SSfclit- KlcWf K«^B 

[0 102] STXst^/t-t'nfcf-fBHtf-f >Kf 
(S2 0s B1 0) (Cifc^Ts %fi##A-v;u*fMS 

s(£ftT^«fm«nra#=]? v K<t Lry-^-/< 

2 0lCiS«*ftS o y-A^-/^2 0lis 
aica^Tx+7./\-hPtf-DB2 1 2^iHI^Ls 

1 3~2 1 6£tt£U -?-©l¥!!fflStf?fi^ijE^15s-pT^ 
v-fT'V hv-X^A 1 icig^fS., Cfttcd;oTi8>5E« 
3i7>fyK7W5tf^n?. (S20:E14) „ 
[0 10 3] CKD-iKVK^WST'lis «W*- KW 5 
Is M$Ktt«S^;U-7t7>#aDA»W5 2s 3MB*«MHIl 
frOWJWW 5 3 s C <Dtm?ll- ■fttfttitetlltK 



(14) 2001-120841 



[0 10 4] &3gJS#Ktt, l-VD B 2 1 OKt&Srt* 

frST**. CQIVIft#ttfc*ttS(c|g«*-«&K 
ttic, »«*;U-^«fclcR!£Lfc#flWW?»c J: y , 

[0 10 5] <f-UV-/$2 0«\ &#*JP*>/<-<Z>J£ 

V K$*BMK>©5Bft*Jc(4 r^*J 
[0 10 6] W^«^*>K9W5«>£CT(ti|c&&* 

7<t tt*H«ia»ffl««'t'<Dl8T©* 5 -f T 7 

VhfX^I lC^-T?)flA1ffB^a-+fDB2 1 Ofr 

6«i*woTsaii«yxi»w6*a5«-r*. i£&*t*ft 
ti#H*T*js-r*j:3fc-r* (S2 i : bi 5) . mutt 

4f**^^-r7 7 V 1 <DflA1f$8^a-+f DB» 

1 > fff)B©lS«W7 2 1 RMR(C»{SL^ffilft««^W 

7 3, ttW.?-k.?m^Z>tcMcmm<7 : 7'f7Z' 
7^1 TifflftlTl^ + tT^^S/TWyA, S14 
T , SWSftTVfc:3*>hW7 5 % *-<D'75-r7'> h*> 
Xt^L, 1 <D9M*>B*!TiW 7 6 tfSft*,, C <0W&i3^FH 
jZOWLft TLj TRj ;£$>JtflE) fit 

VD B 2 1 0Kl-3l^«S*h«. SffcfftCDtSfE (« 
TAJ a?*>J»f|5) tf*tl*t» aHRStlTU*** 

(S2 3) . 

[0 10 7] fT, «ESZS$'7'r>K^W5 (S20: 
El 4) Kfcl^T, &&#lc£y&r£<Dll{E («*.» 

tt. MiR*5*7'>h->; F .xX*1frS3BK*<D»W$ p /U 
-^<D#flPgJ£#a5r3ftfc(D<£*JlfrU C<0»Kt?;U 

TMti-r* (S3o) o r-uv— /t2ou« mwrnw. 



[0108] ff^(c#inir««d(c (S3o) , nmv 

IC, CKD^Jln^SIM-r^^f T'V h->7.x^1 lC/\°7. 
■7-KA.7J*K*U C©/tt7-KtfjEL<A7J**l 

t ry-^/uj #ittsnTv*»wy/u- :*>>©»« 

ry--^;uj »Wt- Kit*. -^>© 

siwuTLfeiKK. m^tt. nutt. m^Ltc 

[0 10 9] H 1 6IC« ry-^yuj JflBt— RC#flP 

;l/-7:&ir5±tffc« (**h) a^-mc&frS^flPL 
/1/DB21 3^e.3>tfS-r-SU=l- K*0c^3SlSC(tlc<fc 

[oiio] *-f h;u-7-r >K>7W1 (cii, c©ttw* 
-K?as* ry-^;i/j ^<dt(ci*, tm 

ffcTfe«fHB«W1 2, #JJPAS(W1 3, 5S*ICC:W« 
wy/U-yrfTtoti/"cWB0»w i 4, c:cD5>f«S^;U- 

flFmnftttnw i s ^a^*ti?>c ftvh^>K7 

W 2 » % ^ * y hit micm-3< 3t^5>JW 2 1, V7h7 
i7*-!)?- KW2 2*^TvT*-n-5o COD^-f > 

+ y h fltflS-R AJ£ y S^iiA,/c y X s * * J: -5 lc * z> T 

[0 111] KW8(C«, HHR*tt?fc;< 

>/^— fl«y^hBw**i*. =&^7'r7 7 >h->X7 ; /*1 
6\ WW^T**^ WWCT***^ *fe»ntf-» 

[0 112] H^/U-;U 1 7-i'>K'7W9tc«, ^htf 
S i 3 T£»^Bd;u-iU^B^«n«. r^T'-T. f» 
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[0 1 13] ri^7^MJ ©iS!£l*3glcJ:-3T\ **« 

< at? y » c o»w^/u--rfl!>wetf a« 
ay o^^'f T'v h^^T'ixnT^HMmy s^n«. 

NAUSj (c&^Tl^^ »«BS*ICB«4<» DN 

AfflJ©*5^7'>h^X^A)b ,! £fiLT^<o rflg-5& 

[0 114] !RttS3 OK&l^T. »tt*#ZJ-V/U* 

t 1 -' 5"*-f> K^W7tc*^*-&* (S3 3 :01 
7) c C©*-f VK^tCOlvTttHI 5(^571/^ 

[0 115] tt<»S3 Olcfcl^TV /l-vXhT'^S^^-f 
T'V h^X^AI ©j£J$##=IVhP-;l'/\°'y K1 1© 
X*-h#4«V*J¥TLfc«$(clByv 01 UcgtUfc 

X-?- h^-a-M 1 ic rH$©**-M s r§$£A/ 
[0 116] *X hT25-5?7-f7'> 7.7^1 lc© 

©»a## rH$;u-;i/oaEj «aftr«&« v—u 
+7-A2 01*. ttdju-ji/xjetttt (S3 2) tcftya 
K*X hO^-fT*:/ h->X^/*1 tcEII 7(c^"TJ:-5 

Ttt T77'-XK/\"h;l/©DN Aj ©SEWIS-OK* 
tfASSftTl^S. aa*#:3Vhn-Jl//ty K1 Ifr 

^tH***lU y-v;l/DB2 1 3^M»r-r%„ ttK 
* >/ f-teai8#tf A - V JUT* >/ f- y * h W 8 #S 

x-v-V ^7l§£S©&&^/l/-/lHco^Tt>3SiRlc 
Jcy&S&TiS. 
[0 117] XZ- h^-a-KJSloT** 1-^71' 



1 *8Wt- Ktc*T (S3 4) . 

[0 118] /-T/Wt*W-Ktcfctt*WW*|&fMr 

[0 119] y-^-/^2 0lt r77-7|»/^ 

?>K*as«r* (s 1 oo) . 

[0 12 0] ^T'«SS : E-KlCAS'7 : 7^7 , >h->X 
+ 5***»JE*-&* (SI 0 1) „ 

S-r^t (SI 0 2 : YES) , 7**JI/-7fr68aLT 

[0121] a«*+7**©iK&wr7T*£ (s i 
o 3 : yes) , v-uv-rtttmao>m9*&toiticwu& 

□7>K*a«T* (S 1 0 4) o 
[0122] c«937>K(cJ:yiBH%-K(cA«^7 

WJB©^-* (t8fP=J^>K) ty-/»*vh7-^4 

*©»fls:3?VKfl^*ftfc#fdi£lcW:» *©»f* 

409?%. y-A^-/<2 0lie:©SlfE=i^>K©>2£g 

[0 12 3] BUB*- KtCA**5-f7'> h 5/7.^*1 
TW\ iSg|^-RcAoT^5*7Y7'>h->7.7 ; Z*1 

iCA^ZVS^'TT'y h->7.7^ 1 ii^^y-ZAa 
DBtfSCTStiS. fc/£LiWHE- K©">7<7 7 > h->X 
t 1 ^ 1 T'«'7 i -i*li®4'lCig-pT^S+ + : 7<7^l*S^ 

snii-rst©©, a»ttf3yhp-/w^y ki 1^ 

^©ja^fc-e-icjjitsiss^T-rssT" (si 0 
5 : no) , ttwnatfMftartis. 

[0 1 24] Wat* f-^-/«0B, 

2 1 0=&#HBU ttttS 1 4lcfc^T^*nfcSlt^=l 

K©5VT Simcfijy ^TStiTt^^ y-fe-^nWI 

fc?«B*» ««g : E-Klci>*^-rn6^©^7-r'7 T y h-> 
Xfi»1fr6y7 h'7i7'+-m- K«lif^LTA7^«- 

Aiicawtr*. : & < 7 ; 7-<7 , >h->x7 i zxn^ s^7 
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3t^fJ^Sm-r-S (0 8 : S 5 1 9) . 
[0 12 5] Sfc^TftJbHD^-fT'Vhv'XT^I 6" 

014, J5»)^^*-a:i.=lvvK^S-j7 5'r7 T >h->7. 

1 1 i {zffiW)*m£z-ez> (08 : s 5 2 o) „ cwc 

«fc y LT^SifflfcfrPWK* LTl/»«* >/ 1- 

14, 3is©iKB©<J:?icm£«if« 

[0 12 6] *«&*7 Ltz^-B (S 1 0 5 : Y E 
S) , ffiT^jttWUAKTLTl^^ny (S 1 06 : N 
O) , ?-Ltf—rt2 014, /-7/bDB2 1 3fr66E 
$/l/-JU«£A67V3flt81*R3riR3 (S 1 0 7) „ 

[0 12 7] tte/u-;i/ (»7>«EJB) # r@;£j icfg 
StftlTVefltelCl* (SI 0 8 : YES) I^L^V/N" 
-?©»«!W*ySSn*. KTfcofc*?* 
7*V h-^T^I ]Zf—h&—l\2 014 r|Qi;B£?lB 

SXTJ©'?^-!'/ 7 V 1 tfSK* LfcJf diony 

(s 1 o 9 : y e s) , mvmfrttifznmcDtim.tf 
«ya**i* (si 0 4~si 0 8) . ^<tt,^T 

ti#-*tfSIS*L*frofcJi£lctt (S 1 0 9 : N 

o) , mm*+^**<DK& (si oi) (c&fj-rs. 
S3 0) ica!i§Tr#*o 

[0 12 8] K£/i/-/i/tf r@Sj utt(cK£««i?v 
^if^tcli (S 1 07 : NO) , H£jI/-;U±JSMT* 

6^6©H^WK©nt^43-eic>#La«*r*iBy (s 

1 1 0 : YES) , ffi^ttli*£feeic£«ttHia3# 

mvmznz (s i o 4~s iio)„ ?—h&—rt2 

1 *WJK- K(c£ft?-e« (S 1 1 1 ) . 
[0 12 9] ffl3.l£tteJl/-/j/ff TDNASSj K&o 
7V*&» y-.ktf-/f2 0ttRN A«W£ofc*5'f'7' 

*-t*--5o rRNAiSj tC^oTl^ixhx 

y-A-y--/S2 014, D fc^^-fT'V HVX 

l%2 014, »-3ft3&©*7-f 7*> h->Z7lt*WI9%- 
rftttttJtJ tCftoTfSt* V—Lft— 1%2 01*. ft 



[0130] fcfc. ^s-rsctic^-DTi^^^'TT' 

V HS'XyAl tim&Mffi*1£ : £?Z>£ (S 1 1 0 : N 
O) , V—L&—H2 Ote&^v'TT'VhS'XT^I » 
fEKftMS (S3 0) *fc*©SHB«* 
<h&3^-1'7'> hi/XT 1 /* 1 tfafi** 7?$ ©ISS 
7tHB*MHcH*i» Y-A+J— A2 014, 

[0 13 1] «SM>tt*£fcttlc**M*HWt7LfcS 
(S 1 0 5 : YES) ttT©»WJW»7LTL'»*©T 
(S 1 06 : YES) , r—UV— A2 014«£T©?5 

To 

[0 13 2] *<DBfc ?-UV-l%2 014, 

Al ©HHft*— oTtf*^ifc0d:7tcJi3JS-rs„ 

©«WJWHWB*'y t -^-9--/«2 0 l4H$f-r*o 
[0 13 3] HMft[cXE]yt»o^c*$[ctt % y-Iv+J— 
A2 014, fMS^ttSlc ©J:««^£CTHHB 

£-7*- A-*-/* 2 014, KttXS^fto/tlt&lc. a- 

■f d b 2 1 ooimmmm^m^Tz.aitmMues: 

77"Ol/£f&5BU -f KCSNKLTWWW9- 
-/^3 0©HTMLfB1gffi®3 1 ICftpH^VK&iiffc 

!MnLT3B7 7"r/i/«iEasr«. cntcKyMwaui 
# a > 1 1 - * (cD0K^rie»«nT4«Af n« zlmziz 

-A+^-/^2 0 3*3.— tfDB 2 1 0«ttSRLT« 7 7"T 
/KOff « UBSS-r * «fc -5 KiSJt LT«5<C<!:)t) , «Sf$L 

[0 13 4] C©J:e(cSIJgm88l lcJ:*U4\ J-XT©f'J 

[0 13 5] 1 ) *£ffifttt(c < !:tl& #»fiS-r— 

□ tr- <t^a#[Rj* ©x+x/f- h p tf-*«*jcaw? 
[oi3 6] 2) *nwmi.z&t\^ waft-r-?;- 
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tfivtt y i*X/\°- h P t-lcAoTSSSLLfc y fft© 
#<Z>2§£iKc& o y "T S C £ <!: B5±pIh6T«S. 

[0137] 3) *nmmmic£ft& s&sfc^-n.- 
[0138] 4) *nmmmic&mt. gBtBrtoa;* 

tc*0S C <t tfT'* 

[0139] 5) *nt&mmic£tug. »tEmcmmt 

[0 14 0] 6) fcHSSraHSlCfcfttfs 

ic«#W*C £tf RTIIB?**. 
[0141] 7) #HfifcJfc<fiKJ:fttf> fl**/!*-?© 

icjegT S C <!: ««T** So 
[0 14 2] 8) *Stffi&JIR(cJ:ft& «£&#®tt18 

icmmrz * •? k u/c© 

[0 14 3] 9) *HJ5£m«glcj:*ifcf, aHMfflB?^* 
? htfg&lcfT*.^®?* jSS#l^l±©zi = a-'7--i/ 

[0144] 10) *mtmmic£niz, ankoHM? 

t7 hfcsHLtrClttfT^S. 
[0 14 5] 11) #H&B«IK<fc*U#s n^<f^-zf 

KfciTfeiiii^T-tt^y-^-^/i: y n/c y -rs<*> 

[0 14 6] 12) *HfiS^«ilcJ:n^ ffiitfWttf 
fcfiSLTl^S^K? 1 -*";/ h^Ctft^JS^ T 7 

So 

[0147] 13) *nsgm«gicj:n«\ mcKKwm 
tern Li , >y-i*<Diiti6£*RSqraBTft«. 

[0 14 8] 14) **ttfflgffi(C£tll& «-TS3>t«£^ 

ii- znmmr s c: <t & < suwoi^r+ucfc* y -t- 



S„ 

[0 14 9] *HSSmSS2lC*5^S->7.5 1 ^«l^ /\- 
->X^AlCfcntSiftm*v USSJEIg 1 ©El 1 71SE1 3 % 

H8i>«fci;-?-*iic«j5-rsi«Ra<!:iii«^cDT% *<r>mm 
[0150] *mimm<D r^-uBb tit. m-wu 

T^tiS^J^fcfcSo 

[01511 r^-A!ggfF!jffi^Sj (^-z^fcniS? - 
;U-^) fcJ\ EI3CD*«gS1 2 (Ell 2) <D*-3.-M 
2lc£l/>T\ *X h<t&S^'r7'> t->X^.k1 

r^-Ljggj ^SIRTSCitlcjcyf&ftS-ns, ry- 
li. ««S1 3<D^SfPfi£lCfc^T. «EHJS5k B> 

a. ha, x : r-~/&zmtmmi tmmizfe& 

it. Ell 9lC7jk?£ : ?lzmm*lM<?)\'-ZfZ:DN AMt 
[0 15 2] ST r^-^igj (C#j)0L/c^-> : 5'r7 7 > 

h -^t.^^ i x*x/ \°- □ tr-f^«gp< - 

a- (01 0) IC^Tx ttlK-Ktf r^-Aigj ic 
SoTL>Sff«g«,yX hW3©fP18iE»^7'-f U>±(C 

*-v/i/«j#oTi><. y-A-y— /^2o«» cof^ig 

*1f a(cS^U>TX+X/ \- h □ tf- D B 2 1 2 

o r 5 -r y > h -> x 9- ix 1 icjsjur So 
[o i 53] wm.^<y^'^s («»S2 0) ic 
fe^Ts is«#icj:ymswaiff («<Rtf r AJ 

7 , >h->7.xL l 1^»r/cS#ftP#<t:LTSS!-rS (S4 

o) „ ?%;t>-5%&*im<?ii'-zf(o7>i'-7ffimzmQ 

^«^T^-Iv«6D B 2 1 4£M»l-rSo 
[0 15 4] Ell 91C. r^-Aigj J*W^- KlC#»0 

ffii^^-r. z\<d rftm&mm^ it. zottwriv-zf* 

i^tl^o /<20t*> ^-A«fiDB2 146^ 

6*tfSTSU=l- K^gg^lSSCltlc.fcysa^^T 
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•5„ 

[0 15 5] $4 VlbV-i y K"5W 1 (Cti* CfDUm^ 
-KT'feS r^-^j ftTjkZnZo ^CDTtCt*. 5**£ 

W2^>y?-'UhW8> M-&/u-;Ur>-r > 

> K-7W9lc£l/>T. ^tt/c?3tD^^'r7'>h->7.^A 

i ©s-r^-^^^u-yoyw^-ft^gLTi^i^ 

1 KCfi, DN A#JtRNAffi!llC»^nT^tDf-^ 

/u-ytoyv/^-^ft^fflwi 1 iic^smics^?n 
-cvSo m-ss^jMbw 1 1 2 let*, SE^-UBB©* 

[0 15 6] ttflSS4 OlC&ltT* ittfife*^*— ViU* 

> >/ u t. h w 8 ics^^nTL^i^-rn/)^^ >/ t 

+-f-$ V K'JWTICg^tS (S4 3 :g]2 
0) . CO-fVK* iCOl^TttBl SKJitt-S^W 

v-T-W'OWtmveib** «ttS4oicas 

□ > hO-;l//\°-> K1 1 CO**- h#*>:&}¥TL/cl§ 
^•icpgUx 01 1 IC^LfctcotlRHSaJX^- h^-a 
-/j^^Jn? (S4 1) „ fcfcU x^- h^-i- 
M 1 IC ra-^cDT.^- hj , r*-LJBIBHX$-$>a- 

[0 15 7] *X hT^S^ : 7'r7 7 Vh->7.7 1 ^1 ICCD 

*K£/u-/i'*SE*-*<iB#£?t&ftTv*. tah 

^-L,mm7.^-~j=L-^<n^.w.i zmm 

(S4 2) lC#y^K**h<D?7'r7 7 Vh->X7 1 ^1 
IC02 1 (cot? £3«?-lJI9HBB7>4-S'a-jl/££4 
■Y > KSW 1 2 SamS-l**. CO-fV K*T«\ * 
7. hCD^'TT'V hv/Xfi* 1 *M VM-'JX hW8fr 

[0 15 8] X&—b*-3.—ic3$^Tfc7>b<r>95<f 
T'VhS/T.^I rgJ^(DX^-hj «B4R 

1*»Wt- (S4 4) . 

[0159] rc*sw-*w»&im** 

[0 16 0] ¥-KV--lK2 01*, i8KX^>>'a-;UT- 



?>K*iS6flw* (S200) . tt^e^ttsaatc* 
[0161] vurc- v^K^^^yy v^^u i 

iztt LTV- A+J— 2 0 (*WBT«g\*-&**+ 5 * 

(S20D „ 

t (S202: YES) , 7^;U-^6KiLTl*X 
/ \°- h P bf- (CMS Z. t pTttT* *o 
[0 16 2] a«* + ^**0IM&W*7r*fc (S 2 

03 : yes) x y-A+>— /«*s«]ODisa^fe-e:icia 
s=iv> K«atflrr« (s 2 0 4) „ «b^- k«j «ttf 

[0163] *mo>mttt>ittctsit*iimimTT% 

$t«(s205:no), nmtomtimfiztiZo nm 

tfBTLfcflte (S205 : YES) , ^-?*\fr<»V7 
ftttTt"*t"»Ry (S20 6 : NO) , ?-UR#ffiff 
7-f7*>h->X^*BK*-F(c»15**, *©f«t> 

t-KtC^ff** (S2 0 7) . Sfr/hS'?7-f7'>h-> 
&4>BlctE*$fr££i]*W1 1 3 CDSS«BIBi*-ti-So $ 

t^m%^tz^^^Tyvi/7.^u<Jim%wm. : miy 1 

2tCii^TV-*-©»*lillD*«*. ^LT3I*^ 

ji«*^7^^©is^^a)ias (S2 0 1~S2 0 
7) «*yjg*-. 

[0 16 4] ^fn*»fl!)^^;b-^© 
urns (S206 : yes) s y-^-/^2 0B, a 

5 (S2 0 8) . y-i»V-/«0tt, *t-79\\*-?\x. 

-So 

[0 16 5] KttfJCtCO^TBIIBTeB 1 <tl^l 

■r*,, WiE^e<DWWW-y--A'\C)7'-> ^n— KtUSS 
[0 16 6] c©«fe3t=BSt»B2lc«feim#» nfismss 
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rum. ^.wmnvmrnms^^^-cry^'y^ 
[oi6 7] *nnmm<D wrnvwu m-tnu 

[01681 y wfFW^iiSj mm tc y wfctw 

tev B3 4>:RttS1 2 (El 2) 
M21C*5^Z\ ht&^^-fT 7 :/ hv'X^.kl 

mis i 3©*BSf&aNcfc^z\ waresc* » 

£lft|g£ fc y wic#jjp-r yi t-« aRttimw- 7 
[0 169] *m^ms K#iPLfci^7-r7'>h-> 

(010) Kfci^T, WWE-Ktf r«^y«j icfco 

«tCl^ri*X/<- KDkf-D B 2 1 2&KBU 

IS£fcyiSDB2 1 5*»SU *a>i¥Sffl&tf$g£ljE*- 

-f>K*W5 (#<gS2 0) ICJ5L>T\ &tt#lc,fcyffi 
5£<DJgfP TAj #*>J?T) tftfftfcfc. -5r- 

Zvtf— /*2 0W\ SK^^l'7'>h->X7 l A1 frSSiR 

COttW^-^lc^E-^-fT 7 :/ 1 Sfrfc 

JMMllWfcLTWW* (S5 0) o *-fcfo*SIK»W 

S/X^ 1 OBAflra&tffcKBffttttTISii! y WD B 

2 1 SfcMS/r?"*., 

[0170] B 2 3 fc, y Wj ftW^- RcMffl 

0J£^"r„ rfHB6BSj lis 



[0 17 1] 9<fHI'9-l'>K9W1(Cli* CcD^iS^E 
-KWB r«i^yKj #m*ft*. *-<DTlcte, WW 
^frSfrfc^TttJE*^ Z.<DttW J 7l\>-Zfo>ZMT°& 
SfHttet #fiDAfttfS5*i!r4V&. ff^f-fVKf 
W2^Wt-'JXI»W8, H&;MW-fVK'>W9 

y K9W9(c£tvr. IBS y tfBd/U-A'lctt-sT^S 
h ->XxA 1lc <fc TS"J y STSft/cWH^JlD;* >/ f- 

toyxhft^a^n^o vk^wi 3 

oiagawi 3 1 let*, ^^^/cywc7>ws#iinA 

ft. ISBBtt^lJ. WH^7^J^<t:6^^*ti* 0 ft 

•sa^s^* n*. dcSWBw 1 3 4 icii, mmtfmft* 

[0172] 7 p U'T^-7 :r -^r>-i'>K^lC^Tti> 

mmmm 1 ^ 2 <!:Bfliic«^Rrffi?ft%. 

[0 17 3] ttlgS 5 OlCfclT, fcXbT&Zt^'f 
7 7 >hi/7.7 1 /*1<Daift#^=l>hP-;U/<y K1 1© 
x$-h* , *y£#TLfcii-&icpgy, 01 Itc^Lfc 

t(D<i:(5l«^X^- h^-n-^^n^> (S5 
1) . fc/£U ^-h^ = 2-M1lt rgt-^CDT.*- 
Kj , r^/- c yij$#jjpp<>/^-t7)g^j ti^JSS^ 

[0 17 4] /JsXhTi6S-57^-f'7 7 >Hv'X7 1 I> l UC£D 

c7»g«#tf r^f c yig#finp<>/t-t7)g^j ^atR-r 

-y-A+f-zooii. m^yi^-ismm (s 

5 2) ic^y^lS^X hcD^^'TT'Vhv'X^AI ICS 
2 3 \Zmt <fc 3 ^S/c »J W#fiPP< >/ -f V K 

u p< >/ \"- /c y wwH#»p ^ >/ \*- y x k ct)^ 

•¥>«>ft, -fey hft. >'c7)#ft^;U-7l/lCOL>T 

t.stRic^y^tf+iS. 

[0 17 5] h^-a-jCi5U>T*X h<D^5-T 

1 fcWE- KtC^f (S 5 4) „ 
[0 17 6] ttSfey KlCife^S^fflSglff 

[0177] v-l#—i*2 o\t. wmmim*yj<i-t 
LT&m-$*iT^z*y^-*mm<omicmmcfti-yz 
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K*as«T* (s 3 o o) „ ma* 

1 fcJ;tf*nWttc7>*7<7 7 V->X5 1 Al lc«U V- 

i ^a-r^ii^icii, y-A-y— /\*2 otts 

[0 17 8] IffiH^-RcAS^-fT'Vb^X^Zxl 
ICS* LT Un- 1 \* 2 0 (4 WHTWSS-e* 

(s3od „ *+5**tt«5ttf«* 

t (S 302:YES) , ftAilr-^6RLTx*X 
/\°- hPbf-lcMSCttfptf&TfcSo 
[0 17 9] »ffi**5**<DIB*!Wtt7T*fc (S3 
0 3 : Y E S) , y-£t?-/tliStt©tt»«>£.*£t> 

4-e*3?>K*3*ffiT* (S3 0 4) „ iHt-Kfe 

[0 18 0] g«J<DSa^*?ti-lC*5^S«8H6^7-r5 
ST' (S 3 0 5 : NO) , MRttra^mff ti«. WW 
jtM»7 Lfc«^ (S 3 0 5 : Y E S) , *tZ<D*mtm 

TLTtva^ny (S3 06 : no) , m*&tt visum 
-rfcta-s* y-Att- /^2o«, g«]^»i? 

<Df8m*ffi-5®.tSW 1 3 3 £jfflBBW 1 3 4lCf3ISLT 

*$fe-£*gU6v ffi©tt©»W»7**#fc"f*(c*fl!>WB 

-KtC»ff*-&*3WK*26«r* (S307),i 
«tt4:J^ttttWtf»7T*fclfU:B«*nT^<. 
[0181] |ST©1WH#2n]/>/tHCO^TI8Miytf 

I&7 LfcSi^ (S 3 06 : YES) » y-/»+f-/?2 0 

«ar* (S3 0 8) o y-/»v-/«0B, i8H#an 

^V/?-01»* 4 El 2 4tC^-Tcfc5^-5SSW1 5 

[0182] nttwsico^Tuitfieeni <hi^i 

[0183] C<QJ:3iC£nJBn3ICJ:n(i\ ussmHi 



(BffiJg|R4) *ftH©£BJBtt4l*, tmffr-fA 

*aaBBM4ica3W-*s>x^2viii»a» /\- 
f7.7-ikic&tzmmt* ussraas 1 ©n 1 7bm.m 3 , 

H8£J:tf?ftlcttOT«l^£l3«.&©-?« *-©MB 
[0 18 4] *3tfi6m«g© i>— *-*yH«j t« % m 

GUm*- KT»*. y-Zv?-/\"2 0 

> hffl©^/l/-7W«*#BLT»Wr 
ISSLTfc*> C©|g*$fe-£(;:<J:«ttlB€TB&ett 
»*©»«©«#£ 4 ofe*^ T'V h->*^AH±* 

*©»w©tt*£*>-t*£LT3*j£u m&ttiz-omm 
«st£r«t>©?ft«. 

[0 18 5] rh-^-y>hi8«?H^mSj (h— 
ybWMy&Vfr-T) tt, 03©ttlgS1 2 (01 2) 

x^ai# i>— *-/>hrj *ajRr*cttc<feyff 

-f7Vhf7rA1 » % «SIS1 3 ©£»SfFJ8K*5l^ 

i tmmcmubz. wcc©£bs?i** who*? 

[0186] rh-^-j><>higj lc#JjDL/cL^7-TZ 

> h->7.x/* i ©isa^i** h atr— im* 

-j.- (01 0) Kfc^T. »W*-Ktf 

h«j te*oTl**fm*yxhW3©tfaR£B37M' 

C05f^B*1ff«lC»^l>TX+X/\- h-Ptr-DB 2 1 

2*«*U »ar* rh—^-y>nuj ©W*8y;l/- 
y^ft$fl?nTl^ h— > h*8D B 2 1 6 

ucii2i-r*o wsia^^-f (««ss2o) 
ksi^t, isasic«fey^<osf^ («*ar taj 

>J¥T) tfJtvSi:, f-^-/t2 0H aK^^'T 
-fy'VhS/X^I SSrfcStJllfiLTlgtS (S 

6 0) o rftto-sattWwy/u-rof/u-^iiWHc* 

ICBflWVT h-^-p<>hiSDB2 1 6«EM , r«. 
[0 1 8 7] EI2 rh-^>mj WW^-K 

HB5*«*55r. cro rf^ttdBBj lis 
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friamztiz* oi*> v—. ttvvm, 

DB2 1 6^em-r^u=]- F^mft-mzctizj:*) 

[0 1 8 8] K^WI iCli, CGlfcHgt 

££Lftl\, Bl^fa-lW^yKUWI 6lCli, 
*7. h<D^^-f7 T >h->X7 : A1 (CfcoTStiSStlfdR 

So TO^HWOK'JWI 6<DB^SPW1 6 

*MK7IW.ia:£tf»5*tfft*. ft*ffiOW1 6 3 

H*«SMiW 1 6 2 lei*. «8^#*P> >/t-<DtB*$fe-& 

QfeKtfttlftg 4>&^*f*£ fe(i6#t*7*«j<£- ft« «fc 

[0189] ^Kt-?-**^ ^K^lCO^Tl*. 
SSfifcffJIB 1 ■¥> 2 <h mtt(caa%Rrflg?fe«. «ffiS60 

«tfa>hn-;i//^ Ki i ©x?- htf'^vs-JfTL 
fcH^lCK'A 01 1 lc^Lfc*,(D<hl5Mi&X*-h;>< 

-D.-&mm-$ti%> (S6i) o fc/cu x-?- h> - 

[0 19 0] <t>X V^'S>^> J P^^Y"y Vi/^^rLk. 1 (CCD 
*K£/U-/l/**ET**IBfl 5 #il.S*i7V* ) , 
i> HMMiD*>/t-fl!>B«j 

(S6 2) lC^y^*7.h£D^5-<7 7 >h->X7 L A1 
*X KD^7<7y h->Xx^ 1 6V V/t-iJX HW8 

-iW^vF^wi 6a>i^m«^>«fMlwi 6 3 leg 

[0191] X*- -a-tca^T^T. h©?^ 
1 RCWT (S6 4) . 

[0192] k y vmmt- Mc&vzm&K 
mesh 7 ici^TWW*. 



[0 19 3] y-^-M2 0(i, h-^-^>l-ig(7)« 
1«=l7>K*aMrr* (S400)'. «8Hlt#*PLT 

shits. ^sas^Mic#»nLTsrc'?7-r7'^ 
hs/x^* i #mEr«*raic»v ?-uv-i\i o 

[0 19 4] i£H : E-KH:AS'? i 7-f7'>h->X7 i A1 
lc»LTy-A+t-/^2 OliWHTS^ar-eS**?? 

(S40 1) . *t7^$lii?JAIM 

<h (S4 0 2 : YES) » 7j<^;l/-^e.fl«LTx*X 
/ 1- h □ tf- ICR* C £ #pJt6T'£S. 
[0 19 5] ilft**7**4>ItiStf*7T«£ (S4 
0 3 : YES) v f-U*f- /^tth-^VhWOie^ 
^■a-(c^oT^1l2li8(D$i^fc-&<D'? ; 7'r T 7 ^ 

(S4 0 4) o ««- K*SJ:tfWI8*- Ret**** 

5>rz> h->xxAit'!f-A+t-/^2 04>ibmi±G 

[0 19 6] »1|sMft*ft$7T3g? (S405 : N 
O) , ttKUatfafrdrnS. *(D0«#»7 Lfc»& 
(S405 : YES) % a«WW«*7LT^*l'»By 

(S406 : no) » *©B«ft#»ii(c»f7-r*. t 

Sto-Sv /*2 01*. — l9IBT»-6So^^ 5 

'TT'V h-> 7.7^1 CDm2[2liStDtilgST'l!lK : &^<D 
afJWITWr*. 7-lxV— A2 01*. sg 2 Essie 

□^r>K*aSflW* (S4 0 7) . Z-OiHot^Wm (S 
4 0 1 ~S 4 0 7) tSWIIfcWKT-rSSTIiyiBr. 

[0197] Tsmmimi L^ms (s 4 o 6 : y e 

S) , y-^-/«0tt, SKh-^-/>hKa>t£JR 

^^^•<7'>'h->X7 1 A1 iC^ffl-T* (S4 0 8) o 

*«fe3*«Si*h—^y>h«ft«*«S (H2 5) ± 
[0 19 8] MflmSlco^Ttt^tt^ffil tPI 

f**< LTtJ:t\ ««8«JE0)WWW+f-/^<^Z i y 
[0 19 9] C(D<fc-5lC||fifi^4lC«fcm#, Utt^tt 
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So 

mmmm i ~ 4 izMt>z>&mm) *9%ma±iEmmm 
mfcftmz ns z. k.15. < m* \zw& LTmmrz zttf 

-urn. mmcvwu t-wLt^ommmizx 
[0200] ±iB^ffiim«sz ; t*wig'9 r /i/-y<D* 

[020 1] ±E»ttT»tt» WW^/U-^rtfcfe 

s wi£<DSfl^^-a-^^s-r tcpgsRit «fc *¥u»t 

[0202] &rcttm<fi\'-zrmz3sv2>nn<Dmtt 
ajut m ic go'i^ t/ \ > 7 s * * l t *> <£ 

[0 2 0 3] Xtzffim*K£.1!Ei±Z>Wm,t. V-btf- 

[0 2 0 4] f&fc-Ss ^-^^-XCDm^y-Iv+t 
l^T ti-> 7. 5 1 A KJE U T g & (c«di«te»Vil. S15H-S 

[020 5] (gfltfBtt 5 ) *ivp» *5g^tc^^*SS 

^55E2 7~3 5 izm-izmm? 

[0 2 0 6] C©SlfilfiJSIlC^Sjl«'y-^->X7 1 A 

So 

[0 2 0 7] *HS6fK«5tCjJtt5v'X7 1 /*«^ 



[0208] z<D** ; 5?zmmsB ! m*mfi?z>rcit> 
ic %nmemz^^^^T-yY-/7,7-uy m 

2 7lC5T-r=l> hn-/U/\° y K1 1 S^Tl^o 
[0 2 0 9] E©a:/hQ-/U/fy Kl 1tt\ £JgJ£« 

i$mwt%¥mmmt K.Tv>mm>kffi7LTi$ y , me 

nP<h LTiUff >i¥ 3 0 1 v +$+-3 0 2, T^P 
^Ir]*-3 0 3, R hy#-X-f -J/^3 0 4&<h":£<I 
=l*-J'^P^fii^/i:SiflS=3-K3 0 5T-y-^* 
i*1 1 tmffipjmiZl3ir>T^Z>o 
[0 2 10] C4>F«9, mi*WPtf*>#3 0 1 <D&# 

z yizit* m*.\mm Ltcmt&mm 1 T-mmLtc?* >y 
&?-u*\zzlo>&<(?#*>&3 0 1 omwbft'zy* 
nr -f -> <7 ^ -t - x - ^ ^ f-umfrte 1 

> ^i/x-^^icfsHTS-n^ ^nsro^-s 1 2<Df-u. 
mmzmm^Tr^n^o 

[0 2 1 1] □>hn-;l//\'7Kl Hiv ±3!Lrc#a 
©J&ttSB (3 0 1 ~3 0 4Sif) 6WF?n/-ot?. 0 

1 oicasTj-rs^^ic^oTt^c -f ^spcdi 

6tf>> Kx-*4l*6J«y» 0~1 3tf y h6V\° 

•yK^x^^^S t"<DSIfpg|5(0aif^«HllcSiJ y ^ t 5 

«tfv HcWy^TSJlxTf *. il^l*. 1 5 try h = 
[0 2 12] 3> hn-;U/\°«y Kl 1 Klifl-BB 

raami*^ lto«*si©»- k/^ y 3 o 6 

ffitcS»RT»CJB:oTV*. K^^'J 3 0 
<K— h P T liv El 2 7 ICttEl^S-nT^Sl^^ 1 OC0 
3VhP-)l/<» K1 1 lC2©fifTffljS*nTLN* 0 £ 
fc, y-A^*<*1 HCttv El 2 7K5Vr«Kv =I>h 
P-;U/\°-y K1 1 eflNft?«4ffiffi«>#- hA~D*ftB 
*ttlTt^*. C(D/i:46. y-A^fr 1 1lCg^4<@ 
03=l>hP-/Uy\°-y Kl 1^jggST'$. ^©t^fi^T' 
8tt4>;<%y A— K3 0 6««ab^«%c:^:tf?$«. 

[0 2 13] COy^'J*- K3 0 6l*> 4^tfi^tt? 
(AX*i*^-K) * + 5^^©7 r — >*IBii - r*«!>lC 
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CT'£5„ ^'A ^t^T^H-VXt^I tottLT 

X^-fl/i:** 5 * 5 s - r t^T'^So 
[0 2 14] CWj^ija-KBOS^ZIVha— 
y K 1 1 h icg^ LTfc < Z. tT\ ?-LM*W 

1 0W\ y^y*-K3 0 6fr6*X*V-fX3-ftfc:* 
V7^^f- Si»lUU gB->X7^C>R AMK 

^7^7^ FS/Xt^A 1 lcg2|-r-5c: £tf?Z 
[02 1 5) ^^U*- F3 0 6l*CD-ROM 

nfc**7?*x-**y-A8l3M*1 dCP-Ft"* 

[0 2 16] 02 9~3 1 It. ^^^T-yY'y^U 
1 ?Sfi3-ft3«!US-?fe»K ByiEL/cSlfflimSII T'«E 
8 icttl&TZ, 

[0 2 17] Rf*«HC«, 02 9, 3 0 IOtVTJ: 
^^^-fZVhv'X^Airoy-^***! 0«, ilfE 

ffl^K^roy (S599) , mmmt^^-rmfF^ 
?&zt s: gfr*mmTz> (S600) „ aflnttT«^ 

lldlctt (S600 : NO) , aai*— FT*y, 

5 (S60 1) „ 

[0 2 18] —73, iMWtt*wUTt"*«*tCB (S 

6 00 : YES) % Oti, RMl^-KflD 

A. ID, /^7-K«£<Oi0«imi«9£flr« (S6 

0 2) o SttTSftlNi^lcH:* tea^S«ii^OX7 

[0219] sNascHk y-ZvBSfctn ow:/o/ 

-a-^S^*-Hr (S6 0 3) , SSJcy-.k*y F9 
— JM 0^6C0jMfia^> F=&S8*fc*>. £tl*ffim<D 

Kaaetc«-5*iHRr*. (S604, 6 0 

5) . 

[0 2 2 0] C<0«, U^VKiH'-i i^-Ptf- (fS^ 

k) Y?wt"cy pommziTiLT^zm-sicte 

(S6 06 : YES). 01*. f-v>- 

PK-fPigO-O F^<!:^-5S*Siffi (MS8lfclB9# 

ss) ^s^-tt^ (S6 0 7) . y-A8S#i* 

1 ott»ajT*«K» **7?*Btt*SfefT?« (S6 

08:031 mm) o 

[0221] mmic □7>Ftfi+7/<-hPi;- 

£lCl* (S 6 0 9 : YES) s ?-KW£W\ 01*. X 

*x/\°- ^ptr-ffig^-r v Kftt^7S*iisas 

(S610) c y-A^*<*i oteSlii 



Tztn<. **^<7*mm*n'i : 7?z> (S6i 1 :@3 

[0 2 2 2] CCTl»3l«/t- hQe-fW7-f > 
>K*«S* (fftSLfcBI 1~0 2 6) fc^S 

ns^tDt-r^c iinsi*!!^, ^^t^f-vx 

[0 2 2 3] a^vKtfaW^-pNOfM?*;* 
LTL^*1£K.* (S6 1 2 : YES) , 
1 O.i. Cti6BBBS^lc^T£K^7'f7 7 >h->X 

^rt<ow*x-*«c»^*»w»«***Tr* (s 

613). 

[0 2 2 4] m^Xs V-LM*1*1 Ottv =1>KP- 
;U/ty F 1 1 *(»6Jit«i*fiHWe*tifc»$ (S61 
4 : YES) , *-4>£ftfHre«MariRy (S6 1 5) » 

ty-Uv h -7-^4 0^511*^5 (S6 16) . 

[0225] zreic, 9tfrn-3tt*fpmwptt> t> 

u—totv fi i ©ai^^>«'7>'S">7 c T^-r* 

A2(CiMa3-T5 (S6 17) „ C^-f7^/yt-7 
[0 2 2 6] *6tC$/j:> ^(D^m^^lcRig^© 

6^T«*t« (S6i 8) o *y^ajiio* 

miffiLTl^^-fT'Vh^XT^I^lcfc^ 

[0 2 2 7] y-A^-y h7-"?4 06^5=l^> 

FtfitSflSn/c^/cif^lCtt (S619:YES) , y 

*»f?-T« (S6 2 0) „ 
[0 2 2 8] 0«, 37VKi 

*y h«»c»"2^TX*11HB*^=* 1 2(Dli®lca 

^■rs (S62D . ^mmmmTit. EOft^m 
$fi«x ^«8tfc7>'?7'r7 , >f-->X7 i Ai^Tic®fiT*-n 

£<fc-5(C&oTl/>**>\ «C09MIK>t>O!>^7'r7 T >F-> 
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[0 2 2 9] £/c, =l^>K<!:LrffiB)*-«:S=l^>K 

-/U/\°-y K1 1 <omm^^&1 1 1 SBttf'-eSftBl 
^T^a (S6 2 2) o 

[0 2 3 0] 0U\ IX-7— yf?<D&J5'J 

©SlfF* Lfcl^PS 'J BB L4t^*A/b-^Je«*X x 
ys 6 0 4~S 6 2 2*&r>Tm'n?Z>» 

[02 3 1] 3fc(c, 1213 1 ±y!L/c* + 7? 

[0 2 3 2] Olt, aZOBIcattO*-* 

=E- K) tc*fr*a»* + 5^4'3«RBBBGM 1 fcflJSB 
H®<h LT*^*-&S (S70 1 :03 2)o COBB® 

IRKBLTBtOttKiKDBBGM 1 fcHSCtlc&S, 

K£®a£0#tfca>BBGM i ej&&#5«arr«sa6 

[0 2 3 3] C 7* *WRBBGM1W\ E 

KffllC^»x7*/U h t LT^-AWftl OX 

te'5> £ -A+J--,K->X7 1 A 2 lC*S8A3-ftTl^-5il5f?<D*-V 

(Dtf'-Ji VB 1 ~B 1 1i, ^V-^A^E- KJBtC**^? 

r^v^Aj Bi2i, *x*A 
Fmic* -v 2>tcib<D 2-o<Dtf$ > : 
r*7X*Aj B13&tf r*jX*AP-Kj B14tS 
*rr-5o C4>iitt**7?*8ttiiBGM1(;: 

S/TstS^'yt-^^VF^MI, M2<Z>f6, it®* 

[0 2 3 4] C©a** + 7**aHKBBGM1 

fc&\ ^V^At- K&tffcX^A^- K0+-V7?* 
*B»?T*fc»0>sif«*:/BB , feBfcTV*. 
[0 2 3 5] #?VB 1 ~B 1 1 He, ilS?^- KBflCjg 

IU h <h LTtSJg^+lTl^* ^^-TT'V h->X^A 1 
[0 2 3 6] #*>B1 2 ( r^y^j ) li. 



[0 2 3 7] T^SKs 2 90)^>B13RlfB14 
( rax*Aj SO 1 r^xSAP-Fj ) *jX*A 

•y K1 1 lC««*nTf»*>*y*-K3 0 6fr6>AX 
A*, 

[0 2 3 8] &t>?, >r-A*S#f*1 0«^Ss ii^* 
*7-{'£>M#?iiMMG 1 (cH^ftTf* 1 P*-V/b 

7**sMwi-y/u) coffls^aj-rs 

(S7 0 2) c C©*J — V/UfftSttx Buif L/c/N'-y 

ffi#£ic>3£6ti«. c©a-yjWftB«\ =ivhp-;u 
1 P*-yyUte*w$£gtt©>i£**7?$>S#?liE 

MG 1 tc» mi#iiife©7U-Ai:LT*^>B 1 ~B 

1 4omVlcmjnZn2>° ttWfi^fl^PZj-yjUOT* 
-*tt<5>*-A*y PA Ofcfl-LT&StlT^T* 
S»fl^** + 7***RBBMG1lC» 093.l£#&4) 
7U-A<tLT*'*>B 1 ~B 1 4C0i§yiC^^n 

So 

[0 2 3 91 H3 2[cftCTUdiB**7?4SftflB 

MG 1 ©ttJfiTttv <J?*>B 1 4(0 rfcx^AP- Kj 
(CgftOI Pft-yjMftMtfU — *'2>B3U:ffl 
#CD2 pa-y;i/#Bfi x ttTi , »*. 

[0 2 4 0] *C? 4 y-A^*«:1 0« s P 
a-y;Mfi5*TBB±a>ffiBlc»-3L*T r*jX*AP- 

KJ Xli#J«>T<D r*,X£Aj tfffie£ftTl/>«jb*5fr 
jW»JWStl* (S7 0 3) „ 

[0 24 1] *-LT* COWIfrZ 5 T^X^AP-Kj X 

A^^Zx7 r -4>aKBBGM2«B^««« (S7 0 
4 :03 2#^) o CKDAX-Sf Ax—? iltRiiiSGM 2 
H3 3(c«!|j5ir«tt<^ y-A®#{*1 0O4f@© 

*-F-A~DoiB^i, #<K-ncwar*^*y»- 

K3 0 6«:«Lfc9-f > K-?A 1 , A 2, B1, -, D 
1. D2^«S^LTL^. L6 Ni tK HIBlC^ty*- 
K3 0 6tfgS*ttTl^<@m£5Vr? ^ > K^UBB 

*±tf zmmz ftTt^* (0 3 3 Ti**wesir > . 

S<75lf^ 113 31*, y-A^*ft:1 OCD^-hBlCjg 
iHsT*-nTl^=l> hP-^/N 0, y K1 1<D^-hB 1, B 

2 It* ^ 'J K 3 0 6 ^ft?tlS4l«!rnT^«C t 

[0 2 4 2] -f-CT-s ^-A^*<* 1 0»=l>hP-;U 
K1 1 <D#*>*f\-LTmm<D* : E'Jtl- K3 0 6 
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£J§S3 - -fc*'5 (E13 1 : S7 0 5) o l^CDflJ 
(Z>mSs h B 1 , B 2 <D<5jn^<D^ t y *- K 3 0 

tfJtl- K3 0 6 6^5*^ 7^^^—?*^-^* 
f*1 0»CP- K*n* (S 7 0 6) o XryT'S 7 04 

~s7 0 6®^#ftx$Jx%-K4Q9(cffifi?'«. c 

(S707) c 

[0 2 4 31 -S, BUI2^xyyS7 0 3T'NO©^J8fT 
CDt§-&. 1 0«v tf*>M1Rb\ — * r/j 

x^ad-k (*'*>bi 4) j &fi?fclk<D ra*$ 

A W*>B1 3) j (OKKA'SA'SfyRrre (S7 0 
8) o C©»&W\ rtXS^XL/cfifrM©*-^?* 
7^- -7*- 1 0 <D R A MKP- KtfftT 
l"&Rir?fe£&6t Xf7rS7 0 4«vS7 0 6«J* 

[0 2 4 4]r3*'J, r*x*i*p— K (#5«>B1 
4) j so" rax*/* 0#*VB1 3) J tfWfc7j7.* 

>B1 3) J CD7J«v tlXZ^-tX-Sntc^'r^tZT 

tf*/£n- K£nT^&i*HRft£4>&$l;:(i. rax 
*An-K W*>B1 4) j &tf r/jX*/* 
B1 3) J (T^pJtl^f^L/cJS^Ttx Xr->yS7 0 
4~S 7 0 7^7$/»=E- KjfiS^^fcSaa/^SJr/ctC 
*fr**l* (S7 0 3) o 
[0 2 4 5] X7 L y^ , S7 0 8T'NO©i| ! 'JBiO 

01*. att#9>tfB1 2(DT7 

y9u± #s&«*yBrr& (S7 0 9) Q cmcfcy 

S*5V**/^— K»*(H5*>*1 (S7 1 0) s 

V 3 <7 l±m*# 1 OOVRAMlCP-K 

[0 2 4 6] -TJs X7 1 'y^'S7 0 8T'NOC0*'JBT^ai 

>B 1 ~B 1 1 (OfiJftfrT 1 **. f:?, y-Zx«*f*: 
1 Olis »£^>«'!NSiJLs *<0#*>»c|ijyaT6 
nTL^*a«* + 5 * * ©7 — ? £ £ tf© V R A M (C P 

- Kr*»a (a*^- k*hi) ssmtT* (s 7 1 

1) o 

[0247] i&±<n& 1 5ic*+5**mmtfiit&xzo> 

tfflfLZ* V-LMWl 0©JifI£IE1 0 1 lc£o 

[0 2 4 8] CO 7c 46, X^v 7 0 2T«tfJ3'ft ; & 
iIGM 1 ±CD£-y/MJlEtf$B&tf £ttCDV R A MIC 



0 Zft LTy-^-/\'->Xf/» 2 ICSfi^n^o CCD 

x^a 2 (Di&moTtizmrsTzrc* * * t— 

gE1 0 1 lc«fcoTSMI**U ?'-A«8*f*1 OlC#? 
>P— K*tl« 0 

[0 2 4 9] *CTy-Zx«*#1 01*, C4>9flMMI 
W*lC^£ft*&^** ; 7?*giRiIi®MG 1 ±<*>7J- 
V;l/fflBlcS^*, SIS, «*35©^5-f7*>h5'X7 1 

*aJRLT^*«+fr5#*W»rT* (S 
7 2 1) „ C®*IKtfNOCD&$li« m^T7j7.^A7 r 

<*-v/Wft«ni«tc»^*wwr* (S722) . c 

£&WZ><DT\ -7*-A^*^1 0(ia%%-K<DBB5 

a^Mwifcji^-r* (S723) . 

[0 2 5 0] COMMSt-KOlIlHaSUfla©*^, ffi 

^3B«a»? l t ^ s + -v 5 ? * i*a^+ -v ^ ^ Tfe s 

* N 6, f-©*-V;Wtt«lC*5C«:#4i P»-v;u 
[025 1] CtltCttU Xt*^S722TYES4 

AJ ««JgS*tl/c^ro^T'fe«, CCDfc46. y-A** 
f*1 01*, COttlcSfi^rnSA-V/H&B (/\°'v hr 
— ?) fl!)il»*T«BI*»«r* (S7 2 4) . T^fe 

[0 2 5 2] ^T', y-ittttttl 0«. 56SL/c/\° 

K4>*j5%nBBttUl«)&*'r« (S7 2 5) . Lfcfl 5 

tVSti^l^Tf «IBtts WSXt* 7 2 6<DfJ 

(ca^Stl-5ffl*^<0 2 P a-y/KDffiHW:afc>Sfc 

[0 2 5 3] OliTjX^A^- 

Lfci-Cy h^-^^l 5bf-> h©2fi§«8lfr6¥iJB/T-rS 
(S7 2 6) o C<D«Bf#NO©£*W:» 6^SjS««< 
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vlk^- vnmKwm&m&mm-zn* (S7 2 4, s 

725). 

[0 2 5 4] L#L. X^'y^S7 2 6T'YESOipJBr 
tfT*t*B. *Z* At*- *Xtt 5 *<0» 
JRjWttT LTcCDT. iMHE- KOBBSctWHCRT 

(S7 27) . 

[0 2 5 5] **^<g©**^*jg^J.X±<DJ:5 

[0256] -r&fc-s. ^is-r^-^oisia^^ne 

0«-K*Bffl±?»:eLfcii^ »ILfc*J-y/Hft 

aj . xi* r^v^j <D7$<si>\cm&-znrcXxtis; 

BrtS££*>*l^e«Sfc»**T*Cfc#B<^ sn 
A'v.affl&jgtfBtt&ns. 

[0 2 5 7] CCDcfc^lC. **7?9«R£<^9fctt£ 

*75Mi«tcR*»T* t ^ -a rcnm&mstoitsimc* 
y. «j7 7 ;u^-i'A^:ii)ffiJi«ic3>fr*iiiSfijias<D-M 

[0 2 5 8] £<DJ:5lc*i' : 7*-S'SJR£rt-LT;ie>ft 

*^-i*aBBo-«*Bi 3 4 at; 3 5ic*sc«icsr. 

cnSO^-ABBtt* x+X/\-hPe-f^H'7< > 
K9*ilLT*S-3fe0J3.l& 1 2A©Mf®ft> y 
-AfB1i(c J& UT*tl2©;*3: o fc 2 A<M*W#Stf»y 
<D1 OAOSIf (^tt«) #A«ni?s«. 

[0 2 5 9] 1213 41*. ttHLTU^AOttdMraA 
<D— TJJbH-Ot-'S' 1 2fr<bm.Z>?—LMW<DmT°& 
S„ C CD^'- AH®!*— 7J<£>* -V ^ ? $ <Dm±lCJo* =z> 

^JlfcilLTS^SftfcSV©^^-^ 1 , C2# 

stjLT^*. coran0!>££if*iii«)T*y«)ttiuc 

t*. PB»««OX>^Ui*E B1, E B 2ttiR£4>K8iJ 
if I D1, I D 2 t^lC-S-ft-FflS^S £/c. 
aS**©T§ y ©-SSlcl*. -f >y y -y -tr-v*'©^ 



1*. tS*8LTt^^T(D->7'rzyh-> 

£Mk<« jao v y-^«>*B«»*y±if*ci:fl 5 T 
?5. coy-ABBtcu* wjmnntmfy 
-f>K7WDb, at;. jR^^+^^^flMsyy^- 

S55f7'r7y-yLG1, LG2££tf«jj^ft3„ 

[0 2 6 0] 03 51*. WBLT^*, 
©i-* 1 2fr£jE5y-A®®tf>0!JT££o Z.<T)>f- 

fcaioy-ACy-AffllB*^. El 3 4 tlt^ 

T*B>s-ts£i*. BB&rttyicst&Dfty^&sore 

-Kt«ST57-f>K7WDc» at;. BB4>±0(c 

wDd ft^tv^na^s-nsc 

[026 1] Wtt«0!>«d, ^'TT'y hv'X^AIg 

So 

[0262] >y h^mit^mmmm^ntc-y 

i^ofc-iMKj:£#*a&s*u y-AtcttTSW**. 

[0 2 6 3] C(DJ:-51C. SS^'TT'V 7.5^1 

«*x<ts-e*. KojMtttt, y-zxctic 

ff*ic^46a%c cns©«ync<»:y» >gft#t*. *fc 
frfc— o©y-i*«lc-o(Dav hn-/l//ty K1 i «• 
»«LTflSAtSflKLT^«4i'©J:9lcy-A»W«B 

[0 2 6 4] -75. 3*Z9?'(T>b a S7.7-L>MMn 

K(c«ytti7-&nTv«*$« 
oi*. h7— 7 4o^es«s , n*«fpzi^ 

> KlcS^Tjt>nS4i©3R^a>^^79^«BB±T^ 

©y-Ail®(*. aMW^a^avhn-vU/^y K1 

SEtftlS (El 3 5#!S) . 
[0 2 6 5] C<0tt£SE0>«Q31(cj:»A 

#(*y-A^p^cDS^K»*«m^e*t«8 : &ii^/cH^* 



(27) 



&F»B2 0 0 1 -1 2 0841 



[o 2 6 6] Jra*T\ cflDWK^-Kicwywtsnr 

[0 2 6 7] ±aE<DStfi0Btt?& aft?*-*© 

«<&<0?ttft<x WfiOil^JTS Y^TJrUMVUeSk 

[0 2 6 8] H»*wr**^-r7 , :/hs>x 

[0 2 6 9] LfrU y\-f/\°-7 1 +Xh^iC®77"f;U 
e»SWCTI&tt:*lJ*LTt>J:i\, «a.tfft«a«Sft£ 

[0 2 7 0] 

±<DH = az:>r-S>3 VS0»A iHiy-Zv£*6U:® 

[0271] t<ic *m%w(Dmmc*Vs 

h7-^±O^Ai: i fc»^2)#|W|±T 
[0 2 7 2] gfettKftqil4>fllj£lc£»A MJcAaWMlD 

[0 2 7 3] i%fe*nffttmzj:y s XttCSA^MK 
LTVfciMi^TfcoTtK LTV* 
(ctt*ft*WH^T*L*fcl*£l^»***fcTC£ 

znrj;fr-?tcfflm,%m±(Dzi = n - y— > a >^s«iw 



[0 2 7 4] *6lc, «MAqglcj:>A »Wy-I»Kffl 

mm*m#t * c: <t fi«T'$ i**ji«r * c t 
[0i] 4:n«oa«y-ix'>xx/x0[>^x7ixW<a 

[02] *^W)ifgy-^->^7 1 Zx<D/\-K'5'i7'^ 

[0 3] *%H0!}atty-i»->:*74ta:KBa&Bi. 
[04] ussjk^ i tiL&t*3amr-i*i&Bfi%c u- 

[0 5 ] 2 A«H3&a & 

[0 6] xt»6tt3[c£(t«aAy-ix«n^i as 
sy«»w*-K) ©7P-ft-K 
[07] xn^tt4ic«5it%aAy-ix«»^c (k 

[08] ■^mmz.^^^^Tyv'yT.^u^wy 
a— k 

[09] -f-7-Dt;- fMB9-f>K* (SOI) 
[010] x*X/\°- hPbf-ffigC7-i->F 1 7 (S1 

o) <Da^jo 

[011] X*-h*-a- (S 1 1) <D%3HH. 
[012] = (SI 2) O&niffl. 

[01 3] zi*Vh«i» (S 1 4) CMftjsTO. 

[014] mssm»*f> Kr> (s 2 o) awsftj. 
[015] fifftf yx h (s 2 1 ) oajjtfy. 
[016] /-^yuf^MMia (S3 0) owm. 

[017] 7H'-f-x-^7^VK'5 (S3 3) 08 
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COMMUNICATION GAME 

(57)Abstract: 

PROBLEM TO BE SOLVED: To provide a communication game serving the 
communication between players so as to be more interesting by providing more 
various ways of playing. 

SOLUTION: This communication game system comprises a client system 1 and a 
game server system 2 for communicating with the client system 1. The game 
server system 2 comprises a database 21 for storing group information for relating 
a plurality of client systems as competition group. The game server system 2 
determines a combination of competition from the client systems 1 belonging to 
the same competition groupmanages the transmission and receipt of data between 
the client systems determined according to this combination to execute a 
competitionand determines the next competition according to the result of the 
competition. Each client system 1 has independent character selecting function 
and chat function in watching. 



CLAIMS 



[Claim(s)] 

[Claim 1]Two or more client systems. 

A game server system which communicates among two or more client systems 
concerned. 



It is the communication game system provided with the aboveand preparation or 
employment of a game was made variegated. 

[Claim 2]Said game server system is provided with a database with which two or 
more group information for connecting two or more client systems as one waging- 
war group is stored corresponding to two or more kinds of competing modesWhen 
a waging-war group of any 1 is specifiedSaid group information connected with a 
specified waging-war group is referred toCombination of waging war is determined 
out of a client system belonging to the same waging-war groupThe communication 
game system according to claim 1 constituting so that transmission and reception 
of data between client systems determined with the combination concerned may 
be managedwaging war may be performed and the following combination may be 
determined corresponding to a result of the waging war concerned. 
[Claim 3]Among said group information stored in said databaseat least one. In a 
direction which won when waging war was completedgame rule information which 
sets up competing mode set for a client system with which either one of [ which 
was fixed ] both sides or either one of was fixed to continueand to play a match 
against other client systems is includedand a direction in which it lost said game 
server systemThe communication game system according to claim 2 which 
determines combination of the next waging war with reference to said game rule 
information when waging war is completed. 

[Claim 4]The communication game system according to claim 3 which performs 
the waging war concerned when a command which shows acceptance from both 
sides of a client system corresponding to combination of the next waging war in 
said game server system is transmitted. 

[Claim 5]Among said group information stored in said databaseat least one. 
Schedule information for setting up team battle competing mode which divides 
inside of the same waging-war group into two subgroups is storedand said game 
server systemA client system of a direction won with reference to said schedule 
information as a result of said waging war when waging war was completedThe 
communication game system according to claim 2 which determines other client 
systems which are not being pitched against each other among subgroups to which 
a client system of a direction the price of was cut belongs as a combination of the 
next waging war. 

[Claim 6]Said schedule information is beforehand set up by waging-war order in 
said subgroupand said game server systemThe communication game system 
according to claim 5 which reports a result of the team battle concerned to each 
client system when a client system which remained at the end in one of subgroups 
loses waging war. 

[Claim 7]Among said group information stored in said databaseat least one. 
Registration information for setting up round-robin tournament competing mode 
set in order so that a client system of one might play a match against other client 
systems of all the within the same waging-war groupwhen waging war was 
completed is storedWhen waging war by combination of 1 is completedsaid game 



server systemThe communication game system according to claim 2 which 
determines other client systems which each client system is a client system which 
is not yet being pitched against each otherand are not being pitched against each 
other with reference to said registration information as a combination of waging 
war of the next to each client system. 

[Claim 8]The communication game system according to claim 7 which reports a 
result of the round-robin tournament concerned to each client system as a score 
sheet when waging war by all the combination ends said game server system. 
[Claim 9]Among said group information stored in said databaseat least one. 
Registration information for setting up tournament game competing mode pitched 
against each other in full victory game form in the same waging-war groupwhen 
waging war is completed is storedWhen waging war by combination of 1 is 
completedsaid game server systemThe communication game system according to 
claim 2 which determines combination pitched against each other with reference 
to said registration informationand determines the client systems which became a 
winner of waging war by determined combination as a combination of the next 
waging war. 

[Claim 10]The communication game system according to claim 9 which reports a 
result of the tournament game concerned to each client as a tournament table 
when a client system of 1 wins straight victories in said game server system to 
the last by a full victory game. 

[Claim 1 1]When there is a waging-war demand from said one of client systemssaid 
game server systemThe communication game system according to claim 2 which 
chooses and performs either among simple competing mode which chooses any 1 
and opposes it out of other arbitrary client systemsor skillful competing mode 
which belongs to said one of waging-war groupsand is opposed in each set game 
group. 

[Claim 12]The communication game system according to claim 2 which provides 
each client with a competing mode list display for said game server system to 
make each client system peruse a waging-war group with reference to said group 
information. 

[Claim 13]When it has set to a competing mode list displayit shifts from said client 
system and that waging-war group is chosensaid game server systemThe 
communication game system according to claim 12 which reads group information 
corresponding to a selected waging-war group in said databaseand displays the 
contents. 

[Claim 14]Waging-war hysteresis information of a client system belonging to one 
of waging-war groups is stored in said databaseand said game server systemThe 
communication game system according to claim 12 which reads matched-pairs 
game hysteresis information in said database to a selected client systemand 
displays the contents on it when it has set to a competing mode list displayit 
shifts from said client system and that client system is chosen. 
[Claim 15]The communication game system according to claim 12 which 
determines propriety of combination according to a grade of strength judged from 
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waging-war hysteresis information of each client system when said game server 
system determines combination of waging war in said waging-war group. 
[Claim 16]When determining combination of waging war in said waging-war 
groupsaid game server systemThe communication game system according to claim 
1 2 which forbids renewal of said waging-war hysteresis information by a result of 
this waging war with a case of waging war in combination which set a handicap as 
each client system based on waging-war hysteresis informationand to which the 
handicap concerned was set. 

[Claim 17]Have a WWW server system connected to a wide area networkand said 
game server systemThe communication game system according to claim 12 which 
creates a file for displaying a waging-war history based on said waging-war 
hysteresis informationand is stored in a storage area of said WWW server system 
in the state which can be perused to a computer. 

[Claim 18]The communication game system according to claim 2 which carries out 
new registration of the new group information to said database based on a setting 
detail of the client system concerned when said game server system has a new 
waging-war group's preparing request from said one of client systems. 
[Claim 19]The communication game system according to claim 2 which connects 
the client system concerned with group information of a waging-war group with a 
participation request when said game server system has a participation request 
from said one of client systems to one of waging-war groups. 
[Claim 20]Said game server system transmits and receives data for waging war to 
a client system currently pitched against each other within said waging-war 
groupThe communication game system according to claim 2 which transmits and 
receives data for watching a game for observing waging war between client 
systems currently pitched against each other in a client system which is not being 
pitched against each other within the waging-war group concerned. 
[Claim 21]Matching information which matches with said database a message and 
a game person's contents of operation to provide with a client system observed 
while pitching each client system against each other is registeredWhen one of 
client systems is being pitched against each othersaid game server systemThe 
communication game system according to claim 2 which reads said matching 
information matched with the contents of operation concerned with reference to 
the contents of operation from the client system concernedand is reported to a 
client system under watching a game. 

[Claim 22]The communication game system according to claim 2 with which said 
game server system reports the message concerned to other client systems when 
one of client systems is being pitched against each other and a message has been 
transmitted from a client system which has observed the waging war concerned. 
[Claim 23]Said client system is provided with a vibration generating means which 
transmits vibration to a game person corresponding to a command from said game 
server systemand said game server systemThe communication game system 
according to claim 2 which transmits a command which drives said vibration 
generating means according to the contents of operation from one of client 
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systems to other client systems. 

[Claim 24]The communication game system comprising according to any one of 
claims 2 to 23: 

A database with which said game server system connects two or more client 
systems as a waging-war group. 

A communication apparatus which carries out transmission and reception of each 
client system and dataand a processing unit which manages game waging war 
between two or more client systems which can be set in the same waging-war 
group with reference to said database. 

[Claim 25]A communication game disposal method performed between game 
server systems which communicate with a client system and the client system 
concernedcomprising: 

A step which refers to a database with which two or more group information for a 
game server system to connect two or more client systems as one waging-war 
group is stored corresponding to two or more kinds of competing modes. 
A step which determines combination of waging war out of a client system 
belonging to the same waging-war group with reference to said group information 
connected with a specified waging-war group when a waging-war group of any 1 is 
specified. 

A step which manages transmission and reception of data between client systems 
determined with the combination concernedand performs waging war. 
A step which determines the following combination corresponding to a result of 
the waging war concerned. 

[Claim 26]Among said group information stored in said databaseat least one. In a 
direction in which it lostgame rule information which sets up competing mode set 
for a client system with which either one of [ which was fixed ] both sides or 
either one of was fixed to continueand to play a match against other client 
systems is included [ direction which won when waging war was completed ]The 
communication game system according to claim 25 which determines combination 
of the next waging war with reference to said game rule information when waging 
war ends a step which determines said following combination. 
[Claim 27]Among said group information stored in said databaseat least one. A 
step which schedule information for setting up team battle competing mode which 
divides inside of the same waging-war group into two subgroups is storedand 
determines said following combinationA client system of a direction won with 
reference to said schedule information as a result of waging war when said waging 
war was completedThe communication game disposal method according to claim 
25 which determines other client systems which are not being pitched against 
each other among subgroups to which a client system of a direction the price of 
was cut belongs as a combination of the next waging war. 
[Claim 28]Among said group information stored in said databaseat least one. 
Registration information for setting up round-robin tournament competing mode 



set in order so that a client system of one might play a match against other client 
systems of all the within the same waging-war groupwhen waging war was 
completed is storedWhen waging war by combination of 1 is completeda step 
which determines said following combinationThe communication game disposal 
method according to claim 25 which determines other client systems which each 
client system is a client system which is not yet being pitched against each 
otherand are not being pitched against each other as a combination of waging war 
of the next to each client system. 

[Claim 29]Among said group information stored in said databaseat least one. 
Registration information for setting up tournament game attack mode pitched 
against each other in full victory game form in the same waging-war groupwhen 
waging war is completed is storedWhen waging war by combination of 1 is 
completeda step which determines said following combinationThe communication 
game disposal method according to claim 25 which determines combination 
pitched against each other with reference to said registration informationand 
determines the client systems which became a winner of waging war by 
determined combination as a combination of the next waging war. 
[Claim 30]Simple competing mode which chooses any 1 and opposes it out of 
other arbitrary client systems when there is a waging-war demand from said one 
of client systemsOr the communication game disposal method according to claim 
25 provided with a step which chooses and performs either among skillful 
competing modes which belong to said one of waging-war groupsand are opposed 
in each set game group. 

[Claim 31]The communication game disposal method according to claim 25 
provided with a step which provides each client with a competing mode list display 
for making each client system peruse a waging-war group with reference to said 
group information. 

[Claim 32]It is a communication game system which can be transmitted and 
received in real time about data concerning a game via said game server system 
between client systems with which a partner was decided among said two or more 
client systemsWhen one client system has transmitted including data which should 
be cancelled in said data at the time of transmission and reception of said data 
between said client systemseach of two or more of said client systemsThe 
communication game system according to claim 1 wherein a client system of 
another side processes cancellation to the data which should be cancelled. 
[Claim 33]The communication game system comprising according to claim 32: 
A transmitting means which transmits said game containing data which each of 
two or more of said client systems should carry out on said cancellation to said 
game server system. 

A cancellation processing means to cancel data which should be carried out on 
the cancellation concerned when [at which it came ] data which should be carried 
out on said cancellation from said game system is transmitted. 

[Claim 34]The communication game system according to claim 34 which is a 



means by which said transmitting means transmits data which should be carried 
out on said cancellation with information showing the cancellation. 
[Claim 35]The communication game system according to claim 34 whose data 
which should carry out information showing said cancellation on said cancellation 
is the position information showing which display position on a screen is supported. 
[Claim 36]The communication game system according to claim 34 whose 
information showing said cancellation is a flag or dummy data showing said 
cancellation. 

[Claim 37]The communication game system according to any one of claims 32 to 

36 which is data in connection with operation in case data which should be carried 

out on said cancellation chooses a character by which a playing person was 

customized in a screen which chooses a character of a game. 

[Claim 38]The communication game system according to claim 37 which is data in 

connection with operation of a controller or a pad in data in connection with said 

operation. 

[Claim 39] Each of two or more of said client systems as a character selection 
picture of a gameThe 1st button for making a common character made to 
memorize in common beforehand choose it as said two or more client systemsAnd 
it is a means to show a screen containing the 2nd button for [ to the mode which 
chooses a customized storable un-common character as a desired client system 
via a removable storage device ] making it shiftThe communication game system 
according to any one of claims 32 to 36 which is data showing an operating 
condition when data which should be carried out on said cancellation chooses said 
2nd button. 

[Claim 40]The communication game system according to any one of claims 33 to 
39 which is the processing which changes into a ******** non-display state data 
which should carry out said cancellation processing means on said cancellation. 
[Claim 41]It is a communication game system which can be transmitted and 
rece j vec ( j n rea l time about data concerning a game via said game server system 
between client systems with which a waging-war partner was decided among said 
two or more client systemsThe communication game system according to claim 1 
being able to perform a chat via said game server system among other client 
systems which are in the watching-a-game state concerned when each of two or 
more of said client systems observes said game. 

[Claim 42]The communication game system comprising according to claim 41: 
A transmitting means which transmits text which receives the contents of said 
chat from a playing personand is equivalent to the contents concerned when each 
of two or more of said client systems has observed said game to said game server 
system. 

A displaying means which superimposes the text concerned on a game screen of a 
monitorand displays it when said text has been transmitted from this game server 
system. 

[Claim 43]The communication game system according to claim 42 which is a 



means by which said displaying means displays said text in a translucent window 
set up against the background of said game screen on a screen of said monitor. 
[Claim 44]It is a communication game system which can be transmitted and 
received in real time about data concerning a game via said game server system 
between client systems with which a waging-war partner was decided among said 
two or more client systemsThe communication game system according to claim 
1 wherein each of two or more of said client systems displays a picture which 
projected the space concerned from a virtual viewpoint in which change in game 
space where said game is performed when observing said game is possible. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention]This invention relates to the communication game system 
for holding game waging war between the game devices of a remote place linked to 
a server. Especially the communication game system in this inventionlt is possible 
to perform complicated waging-war management in the group formed by a game 
person's demandThe controlling method of a new communication game which 
carries functionssuch as that the character used for a game can be chosen 
comfortable and enriching communication between game spectatorsis provided. 
[0002] 

[Description of the Prior Art]The game device conventionally operated by the 
separate game person was connected to the common game serverand there was a 
communication game system constituted in the versus fighting game among the 
game persons of a remote place so that execution was possible. 
[0003]In this systema server lists the game device connected at that timeand is 
displayed. When there is a waging-war application to other game devices from one 
of game devicesThe server is programmed to intercede supervising transmission 
and reception of the command between both game devicesif dealings of the 
waging-war acceptance between other game devices offered the game device for 
which it applied are managed and waging war is accepted. 
[0004]In the conventional systemif a waging-war partner is decidedthe screen 
which chooses its character will be displayed in common between the game 
devices pitched against each other. [ who uses for a versus fighting game ] For 
this reasonin each game device pitched against each othera playing person 
chooses a favorite character from a common screen. It is transmitted [ this 
selection information ] and received by real time by waging-war partners via a 
server like other game data. For this reasonboth character selection information is 
displayed on both common character selection pictures. 

[0005]In the case of the conventional systemwaging-war partners can transmit a 

message now mutually during execution of a versus fighting game. 

[0006]With such the advent of a communication game systemthe game person can 



enjoy game waging war now with other game persons. 
[0007] 

[Problem(s) to be Solved by the Invention] Howeverit was only that the waging-war 
method in an old communication game system repeats dealings called the 
application of game waging waracceptanceand waging war. In spite of having 
attained many game devices and waging warcommunication which is enjoying two 
or more friends and games in the game center etc. was not able to be taken. In 
order that there might be no possibilities in the method of the playthe game 
person got bored easily. 

[0008]Since the selection information of a character is mutually displayed on real 
time by the other party between the game devices which serve as a waging-war 
partner and it understands what kind of character it has chosen in the other party 
beforehandthe hope and freshness before a game start are halved. 
[0009]In the situation of providing the mode which canon the other handchoose 
the character by which the character selection picture was customizedthe 
customized screen only for character selection is displayed on the game device 
which specified the customized character selection. That isat this timea character 
selection picture which is different by waging-war partners is displayed. If manual 
operation which chooses the character customized in one game device in this 
state is performedThe other party's cursor will carry out a mysterious motion on a 
screen which gets across to the other party's game deviceand is different from 
the customized character selection pictureand a motion of the cursor concerning 
the operation will give the other party sense of incongruity. When it is the partner 
to whom the inside of the hand became known mutually on the contrarya motion 
of this other party's cursor will be a hint of what kind of customized character to 
chooseand will diminish the hope in front of a game like the above-mentioned. 
[0010]In the conventional communication game systemit is only that the spectator 
of what waging-war partners can exchange messages etc. and can enjoy a game 
observes the game (a message is also included) which is only carrying out the 
present progressive. For this reasonsimilarly it could not mean having mentioned 
above at the situation where two or more friends and games are enjoyed in the 
game center etc.and there was a problem of being easy to get bored. 
[001 1]In view of this pointby providing the method of the variegated play which 
was not providedthis invention aims at game persons' communicationand an object 
of this invention is to provide the communication game system which makes a 
communication game still more interestingand its disposal method with the 
conventional communication game system. 

[0012]In the conventional communication game systemthis invention aims at 
communication of the spectators which were not providedand sets it as another 
purpose to provide the communication game system which makes a 
communication game still more interestingand its disposal method. 
[0013]what the communication game system which the operation concerning this 
selection did not give sense of incongruityand prevented the fall of the hope in 
front of a game or an upsurge of sentimentand its disposal method are provided 



for when this invention chooses the character used for a versus fighting game — 

things are set as another purpose. 

[0014] 

[Means for Solving the Problem]In order to realize this purposein communication 
game environment in which much unspecified people have participatedit is 
necessary to fill demand of liking to play those which can also be said to be a 
friend on networkssuch as what a hobby suits. 

[001 5]It is necessary to fill demand of enabling evaluation of one's skill with 
combination of variegated waging warssuch as a team battlea round-robin 
tournamenta tournament gameetc. which are usually carried out by game in which 
many persons participateor game. 

[0016]Even if it is a case where the game person itself furthermore is not being 
pitched against each otherwhile other persons are being pitched against each 
otherit is necessary to fill demand of liking to observe and enjoy it. 
[0017]Furthermorein selection from a screen of a waging-war characteras it is 
comfortable and an upsurge of sentiment in front of a game is not diminishedit is 
necessary to fill demand of liking to enjoy a game. 

[0018]In a communication game system which it hasthis invention a game server 
system which communicates with a client system and the client system concerned 
a game server systemGroup information for connecting two or more client 
systems as one waging-war group is provided with a database stored 
corresponding to two or more kinds of competing modes[ two or more ] When a 
waging-war group of any 1 is specifiedGroup information connected with a 
specified waging-war group is referred toCombination of waging war is determined 
out of a client system belonging to the same waging-war grouplt is the 
communication game system constituting so that transmission and reception of 
data between client systems determined with the combination concerned may be 
managedwaging war may be performed and the following combination may be 
determined corresponding to a result of the waging war concerned. 
[0019]for example**** of group information stored in the above-mentioned 
database — even if smallone. In a direction which won when waging war was 
completedgame rule information which sets up competing mode set for a client 
system with which either one of [ which was fixed ] both sides or either one of 
was fixed to continueand to play a match against other client systems is 
includedand a direction in which it lost a game server systemWhen waging war is 
completedcombination of the next waging war is determined with reference to 
game rule information. This game server system performs the waging war 
concernedwhen a command which shows acceptance from both sides of a client 
system corresponding to combination of the next waging war is transmitted. 
[0020]for example**** of group information stored in the above-mentioned 
database — even if smallone. Schedule information for setting up team battle 
competing mode which divides inside of the same waging-war group into two 
subgroups is storedand a game server systemWhen waging war is completedwith 
reference to schedule informationother client systems which are not being pitched 



against each other among subgroups to which a won client system of a direction 
and a client system of a direction the price of was cut belong are determined as a 
combination of the next waging war as a result of waging war. Preferablythis 
schedule information is beforehand set up by waging-war order in a subgroupand a 
game server systemWhen a client system which remained at the end in one of 
subgroups loses waging wara result of the team battle concerned is reported to 
each client system. 

[0021]for example**** of group information stored in the above-mentioned 
database — even if smallone. Registration information for setting up round-robin 
tournament competing mode set in order so that a client system of one might play 
a match against other client systems of all the within the same waging-war 
groupwhen waging war was completed is storedWhen waging war by combination of 
1 is completeda game server systemWith reference to registration 
informationother client systems which each client system is a client system which 
is not yet being pitched against each otherand are not being pitched against each 
other are determined as a combination of waging war of the next to each client 
system. Preferablya game server system reports a result of the round-robin 
tournament concerned to each client system as a score sheetwhen waging war by 
all the combination is completed. 

[0022]for example**** of group information stored in the above-mentioned 
database — even if smallone. Registration information for setting up tournament 
game competing mode pitched against each other in full victory game form in the 
same waging-war groupwhen waging war is completed is storedWhen waging war 
by combination of 1 is completeda game server system determines combination 
which plays a match against the next with reference to registration informationand 
determines the client systems which became a winner of waging war by 
determined combination as a combination of the next waging war. Preferablythe 
above-mentioned game server system reports a result of the tournament game 
concerned to each client as a tournament tablewhen a client system of 1 wins 
straight victories to the last by a full victory game. 

[0023]In this inventionwhen there is a waging-war demand from one of client 
systemsa game server systemThe feature is at a point of choosing and performing 
either among simple competing mode which chooses any 1 and opposes it out of 
other arbitrary client systemsor skillful competing mode which belongs to one of 
waging-war groupsand is opposed in each set game group. 

[0024] For examplea game server system provides each client with a competing 
mode list display for making each client system peruse a waging-war group with 
reference to group information. When it has set to a competing mode list displayit 
shifts from a client system and that waging-war group is chosenthis game server 
system reads group information corresponding to a selected waging-war group in a 
databaseand displays those contents. 

[0025]Waging-war hysteresis information of a client system belonging to one of 
waging-war groups is preferably stored in a databaseand a game server 
systemWhen it has set to a competing mode list displayit shifts from a client 



system and that client system is chosenmatched-pairs game hysteresis 
information is read in a database to a selected client systemand the contents are 
displayed on it. 

[0026]Preferablythe above-mentioned game server system determines propriety 
of combination according to a grade of strength judged from waging-war 
hysteresis information of each client systemwhen determining combination of 
waging war in a waging-war group. 

[0027] Preferably when determining combination of waging war in a waging-war 
groupthe above-mentioned game server systemln waging war in combination which 
set a handicap as each client system based on waging-war hysteresis information 
and to which the handicap concerned was setrenewal of waging-war hysteresis 
information by a result of this waging war is forbidden. 

[0028]It has still more preferably a WWW server system connected to a wide area 
networkand a game server system creates a file for displaying a waging-war 
history based on waging-war hysteresis informationand stores it in a storage area 
of a WWW server system in the state which can be perused to a computer. 
[0029]In this inventiona game server system carries out new registration of the 
new group information to a database based on a setting detail of the client system 
concernedwhen a new waging-war group's preparing request occurs from one of 
client systems. 

[0030]A game server system of this invention connects the client system 
concerned with group information of a waging-war group with a participation 
requestwhen a participation request from one of client systems to one of waging- 
war groups occurs. 

[003 1]A game server system of this invention transmits and receives data for 
waging war to a client system currently pitched against each other within a 
waging-war groupln a client system which is not being pitched against each other 
within the waging-war group concerneddata for watching a game for observing 
waging war between client systems currently pitched against each other is 
transmitted and received. 

[0032]Matching information which matches a message and a game person's 
contents of operation to provide with a client system observed while pitching each 
client system against each other is preferably registered into the above-mentioned 
databaseWhen one of client systems is being pitched against each othera game 
server system reads matching information matched with the contents of operation 
concerned with reference to the contents of operation from the client system 
concernedand reports it to a client system under watching a game. 
[0033]SimiIarlythis game server system reports the message concerned to other 
client systemswhen one of client systems is being pitched against each other and 
a message has been transmitted from a client system which has observed the 
waging war concerned. 

[0034]This client system is provided with a vibration generating means which 
transmits vibration to a game person corresponding to a command from a game 
server systemand a game server systemA command which drives a vibration 



generating means according to the contents of operation from one of client 
systems is transmitted to other client systems. There is no limitation in a 
"vibration generating means"and a thing using a piezo-electric elementa thing 
using an eccentric motoretc. can be applied arbitrarily. 

[0035]A database with which a game server system of this invention connects two 
or more client systems as a waging-war group concretelylt has a communication 
apparatus which carries out transmission and reception of each client system and 
dataand a processing unit which manages game waging war between two or more 
client systems which can be set in the same waging-war group with reference to a 
database. 

[0036]In a communication game disposal method performed between game server 
systems by which a communication game disposal method of this invention 
communicates with a client system and the client system concernedA step which 
refers to a database with which two or more group information for a game server 
system to connect two or more client systems as one waging-war group is stored 
corresponding to two or more kinds of competing modesWhen a waging-war group 
of any 1 is specifiedA step which determines combination of waging war out of a 
client system belonging to the same waging-war group with reference to group 
information connected with a specified waging-war grouplt is a communication 
game disposal method provided with a step which manages transmission and 
reception of data between client systems determined with the combination 
concernedand performs waging warand a step which determines the following 
combination corresponding to a result of the waging war concerned. 
[0037]Among group information stored in this databaseat least one. In a direction 
in which it lostgame rule information for setting up competing mode set for a client 
system with which either one of [ which was fixed ] both sides or either one of 
was fixed to continueand to play a match against other client systems is included 
[ direction which won when waging war was completed ]A step which determines 
the following combination determines combination of the next waging war with 
reference to game rule informationwhen waging war is completed. 
[0038]Among group information stored in this databaseat least one. A step which 
schedule information for setting up team battle competing mode which divides 
inside of the same waging-war group into two subgroups is storedand determines 
the following combinationWhen waging war is completedwith reference to schedule 
informationother client systems which are not being pitched against each other 
among subgroups to which a won client system of a direction and a client system 
of a direction the price of was cut belong are determined as a combination of the 
next waging war as a result of waging war. 

[0039]Among group information furthermore stored in this databaseat least one. 
Registration information for setting up round-robin tournament competing mode 
set in order so that a client system of one might play a match against other client 
systems of all the within the same waging-war groupwhen waging war was 
completed is storedWhen waging war by combination of 1 is completeda step 
which determines the following combinationOther client systems which each client 



system is a client system which is not yet being pitched against each otherand are 
not being pitched against each other are determined as a combination of waging 
war of the next to each client system. 

[0040]Among group information stored in this databaseat least one. Registration 
information for setting up tournament game competing mode pitched against each 
other in full victory game form in the same waging-war groupwhen waging war is 
completed is storedWhen waging war by combination of 1 is completeda step 
which determines the following combination determines combination pitched 
against each other with reference to registration informationand determines the 
client systems which became a winner of waging war by determined combination 
as a combination of the next waging war. 

[0041]Preferablywhen there is a waging-war demand from one of client 
systemsthis communication game disposal methodlt has a step which chooses and 
performs either among simple competing mode which chooses any 1 and opposes 
it out of other arbitrary client systemsor skillful competing mode which belongs to 
one of waging-war groupsand is opposed in each set game group. 
[0042]It has a step which provides each client with a competing mode list display 
for making each client system peruse a waging-war group with reference to group 
information still more preferably. 

[0043]These communication game disposal method may be provided in program 
form that a computer can be performed with recording media (CD-ROMDVDa 
communication lineetc). 

[0044]As another mode of this inventioninside of two or more of said client 
systemslt is a communication game system which can be transmitted and received 
in real time about data concerning a game via said game server system between 
client systems with which a partner was decidedWhen one client system has 
transmitted including data which should be cancelled in said data at the time of 
transmission and reception of said data between said client systemseach of two or 
more of said client systemsA client system of another side has been made to 
process cancellation to the data which should be cancelled. 
[0045]Suitably each of two or more of said client systemslt has a cancellation 
processing means to cancel a transmitting means which transmits said game 
containing data which should be carried out on said cancellation to said game 
server systemand data which should be carried out on the cancellation concerned 
when [ at which it came ] data which should carry out on said cancellation from 
said game system is transmitted. For examplesaid transmitting means is a means 
to transmit data which should be carried out on said cancellation with information 
showing the cancellation. 

[0046]Information showing said cancellation is the position information showing 
which display position on a screen data which should be carried out on said 
cancellation supports as an example. Information showing this cancellation may be 
a flag or dummy data showing said cancellation. 

[0047]Data which should be carried out on said cancellation is data in connection 
with operation when choosing a character by which a playing person was 



customized as an example in a screen which chooses a character of a game. At 
this timedata in connection with said operation is a controller or data in 
connection with operation of a padfor example. 

[0048]Preferably each of two or more of said client systemsThe 1st button for 
making a common character made to memorize in common beforehand choose it 
as said two or more client systems as a character selection picture of a gameAnd 
it is a means to show a screen containing the 2nd button for [ to the mode which 
chooses a customized storable un-common character as a desired client system 
via a removable storage device ] making it shiftData which should be carried out 
on said cancellation is data showing an operating condition when said 2nd button is 
chosen. 

[0049]Said cancellation processing means is processing which changes into a 

non-display state data which should be carried out on said cancellation 

preferably. 

[0050]A system provided by the invention in this application as another modelt is 
a communication game system which can be transmitted and received in real time 
about data concerning a game via said game server system between client 
systems with which a waging-war partner was decided among said two or more 
client systemsEach of two or more of said client systems is characterized by the 
ability to perform a chat via said game server system among other client systems 
in the watching-a-game state concernedwhen observing said game. 
[0051]Suitably each of two or more of said client systemsA transmitting means 
which transmits text which receives the contents of said chat from a playing 
personand is equivalent to the contents concerned to said game server system 
when having observed said gameWhen said text has been transmitted from this 
game server systemit has a displaying means which superimposes the text 
concerned on a game screen of a monitorand displays it. At this timea displaying 
means is a means to display said text for examplein a translucent window set up 
against the background of said game screen on a screen of said monitor. 
[0052]By the invention in this applicationas another modeinside of two or more of 
said client systemslt is a communication game system which can be transmitted 
and received in real time about data concerning a game via said game server 
system between client systems with which a waging-war partner was decidedA 
communication game systemwherein each of two or more of said client systems 
displays a picture which projected the space concerned from a virtual viewpoint in 
which change in game space where said game is performed when observing said 
game is possible is provided. 
[0053] 

[Embodiment of the Invention]Nextthe suitable embodiment of this invention is 
described with reference to drawings. 

(Embodiment 1) Embodiment 1 of this invention forms the same waging-war group 
between client systemsThe direction in which it lost is related [ direction which 
determined the combination of waging war and won out of the client system 
belonging to it ] with the communication game system constituted so that the 



client system with which either one of [ which was fixed ] both sides or either one 
of was fixed might continue and a match might be played against other client 
systems. 

[0054]The system chart of the communication game system of this invention is 
shown in drawing 1 . 

[0055]Two or more client systems 1 are connected to the game server system 2 
and the WWW server system 3 via the line network 4and this communication game 
system is constitutedas shown in drawing 1 . 

[0056]Each client system 1 is provided with the composition as a game device 
which has what is called a communication functionconnects the game machine 
body 10the control pad Hand the monitor 12 mutuallyand is constituted. 
[0057]The control pad 1 1 supplies the manipulate signal outputted with each game 
person's operation to the game machine body 10. The game machine body 10 is 
provided with the composition (CPUa memorya CD-ROM drivea modeman image 
generation circuita voice generating circuitetc.) as computer paraphernalia which 
can communicate. Reading of recording mediasuch as CD-ROMto data of the 
game machine body 10 concerned has become possibleand it operates as a client 
system of the communication game system concerned by executing the game 
program read in the recording medium. When game processing is advanced based 
on the manipulate signal from the control pad 1 1 and a communication game is 
specified by the game personthe game machine body 10 is a modem course to 
build inand is connected to the game server system 2 via the line network 4. If 
execution of a communication game function is possible for the game program 
recorded on a recording mediumthere will be no restriction in the contents of the 
game. Howeverit is preferred to be programmed as a pitched-against each other 
type game which plays a match against other game personsand victory or defeat 
determine. The game machine body 10 outputs the picture signal and audio signal 
accompanying game processing. The monitor 12 is constituted so that a game 
person may be provided with a picture or a sound corresponding to the picture 
signal and audio signal from the game machine body 10. 

[0058]The game server system 2 is provided with the game server 20 and the 
storage area 21. 

[0059]The game server 20 is provided with the composition (CPUa memoryHDa 
communication apparatusetc.) as general-purpose highly efficient computer 
paraphernalia. The game server 20 concerned operates by executing the program 
compatible with the game processing method of this invention as a game server 
system which manages a communication game system. That isthe client system 1 
connected to the access point of the game network 40 is managed. The storage 
area 21 is game server 20 itself or a field accessible from the server 
concernedand is a field storable in the form of a file etc. about the database 
required in order to perform the communication game system concerned. 
[0060]The line network 4 is a usual public line or dedicated lineand forms 
WANsuch as the game network 40 and the Internet 41. 
[0061 ]The game network 40 is a network provided for execution of the 



communication game system concerned. For exampleby connecting with the 
specific access point which the game server system 2 manages from the client 
system lit is an exclusive network constituted by the game server system 2 and 
each client system 1 . Howeverit may have such PPP connection not but the 
connection configuration via the Internet that a client system accesses a game 
server from arbitrary connection windows. Although there is no limitation in the 
protocolin consideration of the point of giving the case where the WWW function in 
the Internet is used in the client system land flexibility etc.it may be made 
general-purpose standardssuch as TCP/IP. 

[0062]The Internet 41 is WAN which can connect many and unspecified computer 
paraphernaliait is using the various commands specified with a TCP/IP 
protocoland it is possible to realize inspection of a filetransmission of an E-mail 
and a fileetc. The WWW function of the Internet is especially used by this 
embodiment. 

[0063]The WWW server system 3 is provided with WWW server 30 and the HTML 
(hypertext format) storage area 31. 

[0064]WWW server 30 is provided with the composition as general-purpose highly 
efficient computer paraphernaliaBy specifying a specific network address from the 
computer which could give the network address of one on the Internet 41 and has 
been connected to the Internet 41. Making the HTML form file etc. which are 
stored in the HTML storage area 31 peruse is constituted possible. The HTML 
storage area 31 is a storage area which WWW server 30 managesThe hypertext 
format file for the result display of the communication game by which was created 
by WWW server 30 or the file transfer was carried out from the game server 
system 2 is stored in a predetermined directory. Although this WWW server is for 
reporting a waging-war historyit may provide not an internet server but a server 
for exclusive usemay upload the file which recorded the waging-war history 
thereand it may constitute it so that a client system may connect there and it 
may peruse there. 

[0065]The detailed functional block diagram of this communication game system is 
shown in drawing 2 . In the client system 1 (AB)the processing unit 100 and the 
communication apparatus 101 belong to the game machine body 10. The output 
data generating device 102 and the control pad 1 1 belong to the control pad 1 1 . 
[0066]The processing unit 100 is a computer portion which carries out a game 
program focusing on CPU. The processing unit 100 performs recognition of the 
manipulate signal from the manual operating device 1 10output of the vibration 
signal to the vibration generating means 1 1 1 communications control of the 
communication apparatus 101 control of the output data generating device 102etc. 
The communication apparatus 101 are a modem and a terminal adopterfor 
exampleand mediate the data transmission and reception of the game network 
40or the Internet 41 and the processing unit 100. The manual operating device 110 
is provided with the operating function required for operation of gamessuch as a 
manual operation button and a cross key. It is possible for the vibration generating 
means 1 1 1 to make the game person who makes the vibration signal of 



predetermined frequency correspond and operates the control pad 1 1for example 
according to inverse piezoelectric effectssuch as a piezo-electric 
elementrecognize vibration. 

[0067]In the game server system 2the processing unit 200 and the communication 
apparatus 201 belong to the game server 20. The user databases (it carries out 
abbreviated to the following DB.) 210easy lobby DB211 expert lobby DB212normal 
DB213team battle DB214round-robin tournament DB21 5tournament game 
DB216etc. are stored in the storage area 21. 

[0068]The waging-war history of others and an individualthe percentage of 
victoriesa win streaka registration commentclasscharacter informationetc. which 
are the personal information of the game person permitted using the 
communication game system concernedfor examplethe address of a management 
number and an individual peculiar to each game machine body 10a contactetc. are 
stored in user DB210. 

[0069]The easy lobbyi.e.the index information data in simple competing modeis 
stored in easy lobby DB21 1. For examplethe waging-war combination in an easy 
lobbyits timechat informationetc. are recorded. 

[0070]The index information data in an expert lobbyi.e.skillful competing modeare 
recorded on expert lobby DB212. For exampleeach set game group's name 
(strategy nameXhe number of intervenorswaging-war classificationthe link 
information to DB 213~216the chat information in the lobby concernedetc. are 
recorded. 

[0071]Waging-war group information [ in / in normal DB213team battle 
DB214round-robin tournament DB215and tournament game DB216 / each 
waging-war classification ] is recorded. For examplea waging-war group's name 
(strategy name)the number of intervenorsthe number of times of a battleeach 
strategy start time and finish timea member name (ID etc.)each member's classa 
game rulethe determined combination informationa waging-war historythe chat 
information in the waging-war group concernedetc. are recorded. 
[0072]The cross-reference of these databases is attained and the relationship is 
set up for reading all the information with key data possible. 
[0073]The processing unit 200 is a computer portion which manages a 
communication game systemand performs waging-war management of the client 
system which controls the communication apparatus 201 and is defined by a 
program with reference to each databases 210-216. In particularin this 
embodimentthe databases 210-212 and the normal database 213 common to each 
embodiment are used. The communication apparatus 201 manages the access 
point on the game network 40and mediates the data transmission and reception of 
each client system 1 and the communication apparatus 200. 
(Operation of a client system) Operation of this embodiment is explained below. 
The basic motion of each client system 1 is first explained with reference to 
drawing 8 . 

[0074]Each client system 1 uses properly the independent mode in which game 
processing is advanced based on a program and the manipulate signal by a game 



personand the communicate mode which advances game processing focusing on 
the command provided by communication. 

[0075]By any operational modethe game machine body 10 interprets the 
manipulate signal from the control pad Hand moves the character (an operational 
segment and a model) in a game screen. Howevermotions of an enemy's character 
in a game differ to being prescribed by the program in the independent mode at 
communicate mode in that it is prescribed by the command transmitted from the 
client system 1 which became a waging-war partner by the game network 40 
course. In the case of communicate modethe game machine body 10 command- 
izes a manipulate signaland sends it out to the game network 40. 
[0076]As shown in drawing 8 specificallyit is inspected whether the game machine 
bodies 10 are the contents of operation which read a manipulate signal (S501) and 
show a communication start (S502). When it is not a communication startit is in 
(S502:NO) and independent modeand processing as a usual game device is 
continued (S503). 

[0077]On the other handsince (S502:YES) and the game machine body 10 are 
communicate modes when the communication start is shownthe general procedure 
for establishing connection is performed. That isthe game machine body 10 
chooses and calls the server registered beforehandand transmits the required 
information of a handle namelDa passwordetc. after connection (S504). When it 
cannot connecta processing unit displays that as usual error handlingand returns. 
[0078]The game machine body 10 displays a main menu after connection 
establishment (S505). If a game start is directed by the game personthe game 
machine body 10 will perform endless loop processing which does not return 
unless special operation of an escape etc. is carried out after that. That iswhen a 
manipulate signal is supplied(S506:YES) and the game machine body 10 read the 
manipulate signal (S508)command-ize it according to the command agreement 
defined beforehandand are sent out to the game network 40 (S509). When [ to 
which it came ] a command is transmitted from the game network 40(S510:YES) 
and the game machine body 10 read this (S51 Dand shift to an interpretive routine. 
[0079]That iswhen the command shows the easy lobby strategy window 
display(S512:YES) and the game machine body 10 display a basic screen (refer to 
drawing 9 ) called an easy lobby strategy window (S513). When the command shows 
the expert lobby strategy window display similarly(S514:YES) and the game 
machine body 10 display a basic screen called an expert lobby strategy window 
(S513). In an expert lobby strategy window herevarious window displays ( drawing 
11 - drawing 26 ) shall also be included besides a basic screen (referencessuch as 
drawing 10 ). These basic screens are displayed based on the image data saved at 
the client system. Howeverthe hypertext format file for displaying these strategy 
window in the game server system 2 is storedand timely may be provided with this 
at a client systemand it may constitute so that it may be made to display based 
on the function of the browser for a hypertext inspection. 

[0080]When the command shows the shift to competing mode(S51 6:YES) and the 
game machine body 10 are replaced with these screen displayand perform waging- 



war processing using the image data in the client system concernedetc. (S518). 
[0081] When the client system 1 is assigned to attack modethe game machine body 
10 moves its character based on a manipulate signaland changes the position and 
mode of a character of an enemy based on the operating command provided from 
the game network 40. The assignment of an operating command can be arbitrarily 
defined for every game. By these processingsexecution of game waging war of him 
is attained as if a game person connects the two control pads 1 1 to one game 
machine and was playing a match against others. 

[0082]When the client system 1 is assigned to watching-a-game modethe game 
machine body 10 moves both characters based on the operating command 
provided from the game network 40and changes the display mode. By this 
processingexecution of watching game games as if it was aiding that the friend 
was holding game waging war in the amusement center of a game person is 
attained. 

[0083]When chat information has been sent as a commandthe game machine body 
10 displays a character on the screen of the monitor 12 based on the chat 
information (S519). When the command vibrated as a command has been senta 
game machine body vibrates the vibration generating means 111 of the control pad 
11. 

[0084]Hereone of game persons explains to other game persons the procedure of 
applying for waging warwith reference to drawing 2 by simple competing mode 
(easy lobby). Even if these procedures are skillful competing modes (expert lobby) 
explained later even if it is simple competing modethey are almost the same. 
[0085]As shown in drawing 2 in the state where both the client systems 1A and 1B 
are connectedthe game server 20 supervises the client system 1 connected at the 
timeand stores ID and the number of jointers of these client systems in easy lobby 
DB21 1. A game server displays an easy lobby strategy window as shown in the 
client system included in simple competing mode at drawing 9 . In this windowa 
jointer s namea stateand the total number of jointers are displayed on a waging- 
war person list based on the jointer data which the game server 20 searched easy 
lobby DB212and has transmitted. 

[0086]When cursor is on a waging-war person list based on a manipulate signalthe 
client system 1A transmits the selection information of this cursor to the game 
server 20 (course of **). The game server 20 reads this person's military career 
from user DB21 land replies it to the client system 1 A concerned (course of **) 
(course of**). In the client system 1A concernedit is made into waging-war 
person informationand a list display is carried out. If the game person of the client 
system 1A operates the control pad 11 and specifies a waging-war application^*) 
and the game server 20 will transmit that to the client system 1B concerning the 
application concerned (course of**). The game person of the client system 1B 
concerned replies whether waging war is accepted corresponding to this (course 
of **). 

[0087]When this reply applies and refusal is shownthe game server 20 transmits 
that to the client system 1 A (**). The game person of the client system 1A will 



make a waging-war application again in search of other client systems. 
[0088]On the other handwhen the reply from the client system 1B shows 
acceptance of the applicationthe game server 20 transmits the command for 
transmitting that to the client system 1 Aand shifting to the client system of (**) 
and both sides at competing mode (****). Both client system 1AB shifts to 
competing modeand comes (course of **) to transmit the command concerning 
self operation to another side after that. Although the game server system 2 will 
intercedetransfer of the command by competing mode may be constituted so that 
a direct partner's network address may be pinpointed and a command may be 
transmitted and received. The skillful competing mode (expert lobby) of such a 
communication procedure is also the same. 

(The whole operation) Although the sequence of each client system and a game 
server system is as abovein this inventionthe overall waging-war management 
located in the higher rank of each sequence of this has the feature. The state 
transition diagram of drawing 3 is explained for this as a center. This figure shows 
the state of each client system 1 changed under management of the game server 
system 2. This figure is common also to the embodiment mentioned later. 
[0089]In this inventionwhen there is a waging-war demand from one of the client 
systems 1the game server system 20ut of arbitrary client systems, the simple 
competing mode (easy lobby) which chooses any 1 and opposes it — it is made to 
perform by choosing either among the skillful competing modes (expert lobby) 
which can creep againbelong to that waging-war groupand are opposed in each set 
game group 

[0090]If the game server 20 displays a main menu on the client system 1 which 
communication established (S00) and an easy lobby is chosen by simple competing 
mode as mentioned abovethe easy lobby strategy menu which is a basic screen 
for simple waging war will be displayed (S01: drawing 9 ). And when waging war is 
acceptedthe game server 20 makes the client system 1 concerning waging war 
shift to competing mode (S02). 

[0091]The client system 1 makes a start menu display that a start button is 
pushed in the control pad 1 1 (S03). If an expert lobby is chosen from this start 
menu or a main menuthe game server 20 will display the expert lobby strategy 
window which is a basic screen for skillful waging war (S10). 
[0092]It is preferred to constitute so that an expert lobby may make the first 
client system 1 connected to how to play since the habituation is required carry 
out from an easy lobby. It enables it to choose any competing mode freely by a 
game person's selection after that. 

[0093]As an extract par lobby strategy menuas shown in drawing 10t he title 
window Withe chat window W2and strategy name list W3 are displayed. The title 
window W1 is a display column of the competing mode concerned. The character 
string W21 based on the chat information to which the chat window W2 has been 
transmitted from the client system 1 included in the skillful competing mode 
concerned is displayed by the time series. If chat information is sent and the game 
server 20 comesit will store chat information in expert lobby DB212 with the name 



of the transmitting originand will display the chat window W2 based on it. The false 
keyboard W22 for a character input is displayed on the chat window W2. Strategy 
name list W3 is a waging-war group list which the game server 20 displays with 
reference to the group information stored in expert lobby DB212. Unlike the jointer 
list of client system units of an easy lobby strategy window ( drawing 9 )this 
strategy name list W3 is a list of waging-war group units. That istwo or more 
waging-war groups who considered it as the lot which consists of a strategy 
namethe number of intervenorsand competing mode are displayed. It is preferred 
to enable it to look through whether at this timeit is under waging war by lamp 
display etc. or it is in the state which has not held waging war. 
[0094]In the client system 1a game person's operation of the start button of the 
control pad 1 1 will display the start menu M1 corresponding to the mode at that 
time (S1 1 : drawing 1 1 ). 

[0095]If "a conference room is made" is chosen in this start menu M1the game 
server 20 will display further the menu M2 which competing mode selects (S12: 
drawing 12 ). If one of competing modes is chosen from this menua matched-pairs 
game group will be newly created by itand that "strategy meeting room" will come 
(S13) to be displayed. 

[0096]When the one or more client systems 1 participate in the "strategy meeting 
room" created by the selected competing mode after new 

registration(S30S40S50S60)and one waging-war group are formed. When "Normal" 
is chosenin the menu M2 The competing mode of this embodimentlf a "team 
battle" is chosen and Embodiment 2 and "round robin" will be chosenEmbodiment 
3 and the strategy meeting room explained that a "tournament" is chosen by each 
embodiment of Embodiment 4i.e.a waging-war groupcan create. 
[0097]In conference room creation processing (S13)the game rule with the 
arbitrary client system 1 which requested new registration can be defined. Only 
the client system which carried out this new registration can change the game rule 
of this strategy meeting roomor can start a waging-war group's waging war. The 
client system which performed this new registration and launched the "strategy 
meeting room" hereafter is called a "host." The group information for recording 
the required information of the game rule about this competing modea participating 
memberetc. is registered into the databases 212-216 corresponding with the game 
server 20. Whenever a registration hips game rule changesthe game server 20 
changes the group informationand a new participating member updates. 
[0098]If "comment registration" is chosen in the start menu M1the game server 
20 will display the comment registration window W4 (S14: drawing 13 ). In this 
window W4. A character to provide with other client systems of the same waging- 
war group who has observed the waging war concerned when it goes into the 
comment field W41 and competing mode which carry out the character input of 
the document of self-introduction which you want to display when personal 
information is referred to from other client systems 1The software keyboard W43 
for the quick message column W42 for making the manual operation button of the 
control pad 1 1 correspondand registering and a character input is displayed. If a 



game person inputs arbitrary characters into these columnscorrespondence with a 
manual operation button is taken to user DB210andas for the game server 20this 
is stored in it. The game server 20 transmits beforehand the text on which these 
comments are displayed to each client system 1. The matching information which 
shows correspondence with each comment and an operating command is stored in 
the database. When the existence of the operating command on the game network 
40 is supervised and the operating command has been transmittedthe game server 
20 reads matching information from a databaseand transmits to each client system 
1. In each client system 1a screen display of the text corresponding to this 
matching information is carried out. 

[0099]If "a chat channel is changed" is chosen in the start menu M1the game 
server 20 will change a chat channel into each set game group's original chat 
channel from the common chat channel of the skillful competing mode concerned. 
Specificallythe server 20 changes mutually the database which reads chat 
information between chat DB211 and the other databases 213-216. 
[0100]If "transmission of a message" is chosen in the start menu M1the game 
server 20 stores the chat information supplied from the client system concerned 
in the chat channel chosen in a databaseand provides the client system 1 under 
other connection with it. 

[01 01]in the start menu M1 — " — others — a member is looked for — " — if 
chosenthe game server 20 will display other waging-war groups who had not 
displayed on strategy name list W3. If "registration change of main use bar tea 
LLoyd's" is chosenthe game server 20 will enable change of the character which 
was adapted for each client system land will update user DB210 by the changed 
contents. If "moving to an easy lobby" is chosenthe game server 20 will move the 
client system 1 concerned to the state S01. If "it escapes from a network" is 
chosenthe game server 20 will transmit the command made to shift to the 
independent mode from communicate mode to the client system 1 concernedand 
the client system 1 concerned will be removed from a game network. 
[0102]Nowin an expert lobby strategy window (S20 drawing 10 )when a game person 
brings cursor on strategy name list W3the game server 20 is provided with the 
strategy name information chosen by the cursor as a command. The game server 
20 specifies the databases 213-216 which search expert lobby DB212 based on 
this strategy name information and with which the applicable waging-war group is 
storedreads that detailed informationand returns it to the client system 1. The war 
situation situation window W5 is displayed by this (S20: drawing 14 ). 
[0103]In this window WSintervenor severalW52 of the competing mode W51 and 
the waging-war group concernedthe classification display W53 of a battle or a 
sham battlethe strategy start time W54 that is the time when this waging-war 
group was createdthe status W55 which specifies the rule of a gameand the 
participating member W56 are displayed. 

[0104]Class is determined and registered into each game person according to the 
fighting history stored in user DB210. The class is given to a member. A 
participating member's display is good to set in order according to class's upper 



and lower sides. It is because the aspiration of the game person who would like to 
win a promotion and to raise class can be inflamed. On the contrarywhen this 
class always influences waging warthere are some game persons who receive the 
feeling made bloody. The "sham battle" which does not take into consideration the 
"battle" which applies classand class by selection of those who newly set up the 
waging-war group for such a person can be chosen now. 

[0105]The game server 20 supervises each participating members connected 
stateand displays the state beside each member name. For examplethe state [ the 
game person who is perusing the expert lobby strategy window "in watching a 
game" ] "it is waiting" is displayed on the game person currently pitched against 
each other "during a battle" at the game person who has watched a game. 
[01 06]If predetermined operation is done by the game person while displaying the 
war situation report window W5the game server 20 will read the personal 
information about all the client systems 1 under present connection in user DB210 
regardless of a waging-war groupand will display the jointer list W6. The total 
number of jointers is also displayed collectively (S21: drawing 15 ). When it has set 
on the jointer listit shifts and that jointer is chosen with cursorthe game server 20 
reads further the personal information on the client system 1 concerning the 
jointer concerned from the user DBand displays it on the player data window W7. 
In this window W7. In order to use by a jointers name W71the results W72 of the 
daythe badge-of-rank display W73 corresponding to classand a versus fighting 
game. The character display W74 adopted with the client system 1 concernedthe 
comment W75 registered by S14and the present situation display W76 of the client 
system 1 are carried out. If predetermined operation (for examplethe "l_" button 
and "R" button grabbing) is carried out from this statethe comprehensive results 
of the client system 1 concerned will be displayed based on user DB210. If other 
operations (for exampleAbutton grabbing) are carried outa message will be 
transmitted to the client system 1 chosen (S23). 

[0107]Nowin the war situation report window W5 (S20: drawing 14 )if predetermined 
operation (for exampleAbutton depression) is done by the game personthe client 
system 1 which performed the operation concerned will be registered as what 
newly participated in this waging-war group. That isthe game server 20 is judged 
to be a thing with the participation request from the client system 1 concerned to 
the waging-war group under selectionand the client system 1 concerned is 
registered into this waging-war group as a new participant (S30). The game server 
20 newly connects the personal information on the client system 1 which wished 
to participate with the group information of the waging-war group concerned. 
[0108]Authenticating processing may be performed so that it cannot participateif a 
password is set up every (S30) and waging-war group and a password is not 
enteredwhen newly participating. That ispassword input is required of the client 
system 1 which wishes this intervention when a new waging-war group has a 
participation requestand only when this password is entered correctlythe game 
server 20 permits the intervention to the waging-war group concerned. 
(Normal strategy meeting room) Especially in the followingthe waging-war 



management to the waging-war group by whom "Normal" is set up as competing 
mode is explained. In the direction in which it lostthe "Normal" competing mode 
means [ direction which won ] waging war by a game rule which the client system 
with which either one of [ which was fixed ] both sides or either one of was fixed 
continuesand plays a match against other client systemswhen one waging war is 
completed. 

[0109]The example of a screen display with which the client system 1 which has 
participated in the "Normal" competing mode is provided is shown in drawing 16 . 
Such a "strategy meeting room"i.e.the lobby strategy window only for a specific 
waging-war groupis provided for seeingalthough it participated in those who 
started the waging-war group (host)or it later. The game server 20 performs each 
display by reading a record corresponding from normal DB213. 
[0110]"Normal" which is this competing mode is shown in the title window W1. On 
the bottom of itsituation display [ which shows whether it is under / waging-war / 
****** ] VV1 1 strategy name [ which is this waging-war groups names ] W12and 
intervenor severalWI 3the number of times W14 of a battle performed into this 
waging-war group in the pastand the strategy duration time W15 which is the 
strategy start time and lapsed time which are the time which this waging-war 
group launched are displayed. The character string W21 based on chat information 
in the chat window W2 and the software keyboard W22 are displayed. In this 
windowonly the member who has participated in this waging-war group can read or 
write in chat information now. 

[01 1 1]The member accompanied by class is displayed in a list on the member list 
W8. That exception which each client system 1 is being pitched against each 
otheris observingor is lobby referring to is shown by classification by color etc. 
The icon which shows that he is a host is given to the beginning of the game 
person who created this waging-war group. 

[01 12]The game rule which the host defined by S13 is displayed on the game rule 
window W9. A game person's name planned so that it may fight first is displayed on 
a "first battle." or [ setting it in the battle mode which took class into 
consideration in "battle form" ] — it indicates whether to be in sham battle mode 
in which class is not taken into consideration. When battle mode is set upthe 
number of secondsthe number of setsand a stage are made into a fixed valueand a 
waging-war result is reflected in change of class. The time length to whom "the 
number of seconds" was assigned to one waging war is displayed. As for the 
"number of sets"the number of set matches of one waging war is displayed. GAME 
STAGE which uses it for waging war is displayed on a "stage." When waging war is 
completed in "changing at the time of an end"the rule of how to determine the 
following combination is displayed. 

[01 13]According to the setting detail of "changing at the time of an end"an order 
of waging war changes a lot and this waging-war group's special feature can be 
taken out. If this is "fixed"the beginning will combine and waging war will be 
repeated between the client systems of a passage. If it is "DNA 
immobilization'Yegardless of the waging-war resultthe client system by the side of 



RNA takes the place. If it is "RNA immobilization'Vegardless of the waging-war 
resultthe client system by the side of DNA takes the place. If it is "winning 
straight victories"the client system which overcame waging war takes the place of 
other client systems. If it is "keeping losing"the client system the price of was cut 
to waging war takes the place of other client systems. This "keep losing" is set up 
by default. 

[0114]When a game person moves cursor on one which is displayed on the 
member list W8 of membersthe game server 20 reads the personal information 
corresponding to the member in the user DBand is made to display it on the player 
data window W7 in the state S30 (S33: drawing 17 ). About this windowit is the 
same as the player data window in drawing 1 5 . 

[01 15]In the state S30it restrictswhen the game person of the client system 1 
which is a host pushes the start button of the control pad Hand the same start 
menu as what was shown in drawing 1 1 is displayed. Howeverit differs in that the 
item of "a start of a game" and "change of a game rule" is added to the start 
menu M1. 

[01 16]The power to change a game rule only into the client system 1 which is a 
host is lodged. If a host's game person chooses "change of a game rule"the game 
server 20 will display the game rule change window W10 as moved to a game rule 
changeover state (S32) and shown in the client system 1 of the host concerned at 
drawing 17 . Herethe window for change of "DNA of a first battle" is illustrated. If a 
game person operates it according to a message from the control pad 1 1the game 
server 20 will be made to correspond to the operationwill change the combination 
of a "first battle"and will update normal DB213. A waging-war member is changed 
by those whom the game person chose from the member list W8 with cursor. Each 
numerical value and rule of change are also determined by selection at the time of 
battle formthe number of secondsthe number of setsa stageand an end. 
[01 17]If the game person of a host's client system 1 chooses "a start of a game" 
in a start menuthe game server 20 will move each client system 1 to competing 
mode (S34). 

[0118]The detailed operation in normal competing mode is explained based on 
drawing 4 . 

[01 19]The game server 20 transmits the command whose command made to shift 
to attack mode is made to shift to watching-a-game mode at the other KURAI 
ANSI stem 1 to the client system 1 set as the combination of a "first battle" 
(S100). 

[0120]Subsequentlythe game server 20 makes the character displayed by battle 
specify to the client system 1 included in attack mode (S101). A character is made 
to choose from two or more candidates. If a game person specifies specific key 
operationsuch as an Escape keyat the time of setting out of a communication 
character (S102:YES)it is possible to escape from an endless loop and to return to 
an expert lobby. 

[0121]After setting out of a communication character is completed (S103:YES)a 
game server transmits the command which makes the client system 1 set as the 



first combination start waging war (S104). 

[0122]In the client system 1 which goes into attack mode by this command. A 
game waging-war picture is displayedand the game machine body 10 makes the 
manipulate signal from the control pad 1 1 correspondmoves its characterand 
transmits the data for the waging war (operating command) to the game network 
40. When [ to which it came ] the operating command of an enemy character is 
transmitted from the game network 40it processes so that the operating command 
may be made to correspond and an enemy character may be moved. The game 
server 20 mediates transmission and reception of this operating command. 
[0123]In the client system 1 included in watching-a-game modethe same game 
screen as the client system 1 which is contained in attack mode based on the 
operating command transmitted from the client system 1 included in attack mode 
is displayed, howeverin the client system 1 in watching-a-game modethe 
character currently fought all over the game screen is displayed — having — 
although carried outit is not reflected in a motion of a character even if a game 
person operates the control pad 1 1. Waging-war processing is continued until the 
battle in the combination is completed (S105:NO). 

[0124]During waging warthe game server 20 reads the message information 
currently assigned to the operation which the operating command registered in the 
state S14 shows with reference to user DB210and transmits to each client system 
1. During waging warwhen the chat information which operated the software 
keyboard and was inputted from one which is in watching-a-game mode of the 
client systems 1 has been transmittedthe game server 20 transmits this chat 
information to each client system 1. Each client system 1 displays the character 
string of the quick message registered into the position of the versus fighting 
game screen displayed in each client systemor a chat ( drawing 8 : S519). 
[0125]When it is the specific command that the operating command transmitted 
from one of the client systems 1 knocks down an enemy characterthe game 
server 20 transmits the command which generates vibration to each client system 
1 . When the command which generates this vibration is receivedthe vibration 
generating means 1 1 1 is made to generate vibration in each client system 1 
( drawing 8 : S520). The member who is holding the game person who is operating it 
by thisand watching a game can get presence like an actual battle. 
[0126]When waging war is completed (S105:YES)unless all waging wars are 
completed (S106:NO)the game server 20 reads in normal DB213 the information 
which has defined the game rule (S107). 

[0127]When the game rule (it changes at the time of an end) is set as 
"immobilization" (S108:YES)waging war with the same member is repeated. The 
game server 20 asks the client system 1 which was attack mode "whether to fight 
by the same setting out" etc. When both client systems 1 accept to this inquiryit 
restricts (S1 09:YES)and waging war for the second time is repeated in the same 
combination (S104-S108). When either does not accept at leastit shifts to setting 
out (S101) of (S109:NO) and a communication character. If a game person does 
specific key operation herethe game server 20 will return the client system 1 



concerned to a strategy meeting room (state S30). 

[0128]When the game rule is set up in addition to "immobilization"(S107:NO)As 
long as the client system 1 which will remain on a game rule accepts to an inquiry 
of the continuation of a game from the game server 20 (S1 10:YESXhe waging-war 
processing by a new combination is repeated (S104-S110). The game server 20 
makes the client system 1 which will separate from a game shift to watching-a- 
game modeand makes the following client system 1 shift to attack mode (S1 11). 
[0129]For examplewhen the game rule is "DNA immobilization"the game server 20 
makes the client system which was the RNA side shift to watching-a-game 
modeand makes one which was in watching-a-game mode of client systems shift 
to competing mode. When the game rule is "RNA immobilization"the game server 
20 makes the client system which was the DNA side shift to watching-a-game 
modeand makes one which was in watching-a-game mode of client systems shift 
to competing mode. When the game rule is "winning straight victories"the game 
server 20 makes the won client system of a direction shift to watching-a-game 
modeand makes one which was in watching-a-game mode of client systems shift 
to competing mode. When the game rule is "keeping losing"the game server 20 
makes the client system of a direction the price of was cut shift to watching-a- 
game modeand makes one which was in watching-a-game mode of client systems 
shift to competing mode. This "keep losing" is set up by default. 
[0130]When the client system 1 which is to remain refuses continuation of waging 
war (S1 10:NO)the game server 20 makes each client system 1 shift to a strategy 
meeting room (S30). When the client system 1 which serves as the next waging- 
war partner returns to a strategy meeting room by setting out of a communication 
characterthe following client system 1 is madeas for the game server 20to shift to 
attack mode further. 

[0131]Since all waging war will be completed if waging war by the last combination 
is completed (S105:YES) (S1 06:YES)the game server 20 returns all the client 
systems 1 to a strategy meeting room (state S30). 

[0132]The game server 20 performs a class judging then. That iswhen the battle 
form of the game is set as the "battle"the game server 20 performs a class 
judging of the member of the waging-war group concerned based on a waging-war 
result. For exampleone class of the client system 1 which reached the 
predetermined number of victories is raisedand it judges like demoting one class of 
the client system 1 which reached the predetermined number of defeat. When 
there is a client system which was not connected to the fixed time game 
networkone of classes is lowered. The game server 20 updates the waging-war 
hysteresis information in the personal information on the client system 1 where 
change to class was. 

[0133]When there is change to classthe game server 20 displays the window which 
notifies of there having been class change to a strategy meeting room by the **** 
display style of a "written appointment/' When there is class changethe game 
server 20 creates the file for displaying this waging-war history based on the 
waging-war hysteresis information of user DB210and transmits it to the storage 



area of a WWW server system. That isthe hypertext format file for displaying a 
waging-war history is createdthe Internet is accessedand the game server 20 
transmits the file concerned to the HTML storage area 31 of WWW server 30 using 
the ftp command etc. It will be stored in the state which a waging-war history can 
peruse to a computer by this. As for the file on which this waging-war history is 
displayedit is preferred for the game server 20 to search user DB210 
periodicallyand to set up a file create and transmit. 

[0134]Thusaccording to the Embodiment Uhere are the following advantages. 
[0135]1) Since the simple easy lobby and the expert lobby for experts were 
provided selectable arbitrarily according to this embodimentthe suitable game 
environment for beginners and each expert can be provided. 
[0136]2) Since it set up according to this embodiment start from a simple easy 
lobbya person without knowledge can prevent in ** which goes into an expert 
lobby suddenlyand gets confusedor becomes other persons' trouble. 
[0137]3) Since the required menu was selected by the start menu according to 
this embodimentoperation is simply and sociable. 

[0138]4) Since according to this embodiment the comment of selfHntroduction is 
set up for every game person and it was displayed on the partner s systemother 
game persons can know the person's characteretc. easily. 
[0139]5) Without applying a burden to the game person under operationsince 
according to this embodiment it constituted so that quick messagessuch as a 
shout displayed at the time of operationmight be displayed on other systems 
corresponding to a manual operation buttonpresence is rich and also 
communication with a person can be aimed at. 

[0140]6) Since according to this embodiment the waging-war group was 
constituted from a form of a conference room so that setting out with arbitrary 
rules was possibleit is possible a game person subject's variegated method of play 
and to provide a game person with many choices. 

[01 41]7) Since the list display of a waging-war group's situation is carried out 
according to this embodimentthe others can grasp the waging-war group's actual 
condition easily. 

[0142]8) Since according to this embodiment it wins and each game person's 

waging-war history was displayed with a numberthe percentage of 

victoriesetc.each member's strength can be grasped to preparation. 

[0143]9) Since a chat can be freely performed among game persons according to 

this embodimentgame persons' communication can be deepened. 

[0144]10) Since the chat channel is provided on two or more hierarchies according 

to this embodimenta chat variegated from a general chat to the chat between 

specific persons can be enjoyed. 

[01 45] 1 1) Since other persons of what is pitched against each other within a 
waging-war group are enabled to watch both game according to this 
embodimentpleasant game environment can be provided as well as doing or seeing 
a versus fighting game by friends in an amusement center. 
[01 46] 12) Since a chat can be sent to those against whom the person under 



watching a game is playing a match according to this embodimentpleasant game 
environment as if it had observed the versus fighting game by friends in the 
amusement center can be provided. 

[01 47] 13) Since new waging-war combination can be performed with various 
gestalten according to this embodimenthow to advance the pleasant game which 
suited the user can be set up. 

[01 48] 14) since the message was made all of the jointer at ability ready for 
sending according to this embodimentwithout restricting to the waging-war group 
who belongspleasant communication environment is provided — things can be 
carried out. 

(Embodiment 2) Embodiment 2 of this invention is related with the communication 
game system for carrying out a team battle within a waging-war group. 
[0149]Since the system configuration in this Embodiment 2hardware 
constitutionsoverall procedureand the operation in each client system are the 
same as drawing 1 of Embodiment 1 thru/or drawing 3drawing 8 and the 
explanation corresponding to itthe explanation is omitted. 

[0150]The "team battle" of this embodiment means the competing mode which 
divides the inside of the same group into two subgroupsand competes for victory 
or defeat. The client systems chosen from the both sides of a subgroup are 
pitched against each otherand as a result of waging warthe client system of a 
direction the price of was cut takes the place of other client systems of the same 
subgroupand comes to fight with the won client system of a direction. 
[0151]In the menu M2 of the state S12 ( drawing 12 ) of drawing 3 a "team battle 
strategy meeting room" (team battle waging-war group) is createdwhen the client 
system 1 which serves as a host chooses a "team battle." The client system 1 
which creates a "team battle strategy meeting room" determines similarly battle 
formthe number of secondsthe number of setsand the number of stages as 
Embodiment 1 in conference room creation of the state S13. The client system 1 
which creates especially this conference room needs to divide the waging-war 
group concerned into two subgroupsa DNA side and the RNA sideas shown in 
drawing 19 and it needs to create the battle schedule which defined the turn of the 
battle in each. 

[0152]Nowthe game person of the client system 1 who wants to participate in a 
"team battle" brings cursor in an expert lobby strategy menu ( drawing 10 ) on the 
strategy meeting room icon of strategy name list W3 from which competing mode 
is a "team battle." The game server 20 specifies team battle DB214 in which 
searches expert lobby DB212 based on this strategy name informationand the 
waging-war group of the applicable "team battle" is storedreads that detailed 
informationand returns it to the client system 1 . 

[0153]When predetermined operation (for exampleAbutton depression) is done by 
the game personin the war situation report window W5 (state S20) the game 
server 20It is judged as a thing with the participation request from the client 
system 1 concerned to the waging-war group under selectionand the client system 
1 concerned is registered into this waging-war group as a new participant (S40). 



That isthe personal information on the client system 1 which wished to participate 
is newly connected with the group information of the waging-war group 
concernedand team battle DB214 is updated. 

[0154]The example of a screen display with which the client system 1 which has 
participated in "team battle" competing mode is provided is shown in drawing 19 . 
This "strategy meeting room" is provided for seeingalthough it participated in 
those who started that waging-war group (host)or it. The game server 20 performs 
each display by reading a record corresponding from team battle DB214. 
[0155]The "team battle" which is this competing mode is shown in the title 
window W1. On the bottom of itthe situation display which shows whether it is 
under [ waging-war ] ****#*the strategy name which is this waging-war group's 
namesand the number of interveners are displayed. About the chat window W2or 
the member list W8 and the game rule window W9it is the same as that of drawing 
1_6. Howeverin the game rule window W9since it is the game rule that the member 
of the subgroup to which the client system 1 of a direction the price of was cut 
belongs takes the placesetting out about "changing at the time of an end" does 
not exist. It is divided into the battle schedule window W1 1 at the DNA and RNA 
sideand the member of two subgroups is displayed on the name column W1 1 1 in 
order of the battle. The marker has shown the number of victories for every 
member of the team battle concerned to the victory numeral column W1 12. What 
kind of indication of whether it combined and waging war was held is given to the 
combination display W1 13. In the results display W1 14the number of victories for 
every subteamthe number of defeatand the number of draws are displayed. 
[0156]When a game person moves cursor on one which is displayed on the 
member list W8 of membersthe game server 20 reads the personal information 
corresponding to the member in the user DBand is made to display it on the player 
data window W7 in the state S40 (S43: drawing 20 ). About this windowit is the 
same as the player data window in drawing 15 . In the state S40it restrictswhen the 
game person of the client system 1 which is a host pushes the start button of the 
control pad 1 land the same start menu as what was shown in drawing 1 1 is 
displayed (S41). Howeverit differs in that the item of "a start of a game" and 
"change of a team battle battle schedule" is added to the start menu Ml. 
[0157]The power to change a game rule only into the client system 1 which is a 
host is lodged. If a host's game person chooses "change of a team battle battle 
schedule"the game server 20 will display the team battle battle schedule change 
window W12 as moved to a schedule changeover state (S42) and shown in the 
client system 1 of the host concerned at drawing 21 . In this windowa host's client 
system 1 is able to make a registration change of the member who chose from the 
member list W8 in one of subgroups at arbitrary turn. Each numerical value and 
rule of battle formthe number of secondsthe number of setsand a stage are also 
determined by selection. 

[0158]If the game person of a host's client system 1 chooses "a start of a game" 
in a start menuthe game server 20 will move each client system 1 to competing 
mode (S44). 



[0159]The detailed operation in team battle competing mode is explained based on 
drawing 5 . 

[0160]The game server 20 transmits the command whose command made to shift 
to attack mode is made to shift to watching-a-game mode at the other KURAI 
ANSI stem 1 to the client system 1 set as the first combination to the battle 
schedule (S200). When the client system 1 which has participated in the 
conference room concerned afterwards existsthe game server 20 makes the 
system concerned participate in the team battle concerned in watching-a-game 
mode. 

[0161]The game server 20 makes the character displayed by battle specify to the 
client system 1 included in attack mode (S201). A character is made to choose 
from two or more candidates. If a game person specifies specific key 
operationsuch as an Escape keyat the time of setting out of a communication 
character (S202:YES)it is possible to escape from an endless loop and to return to 
an expert lobby. 

[0162]After setting out of a communication character is completed (S203:YES)a 
game server transmits the command which makes the client system 1 set as the 
first combination start waging war (S204). Operation of each client system 1 and 
the game server 20 which are in attack mode and watching-a-game mode is the 
same as that of the above-mentioned Embodiment 1. 

[0163]Waging-war processing is continued until the battle in the first combination 
is completed (S205:NO). A team battle is continued unless those who class is set 
as a "general" also in one of subgroupsand are have lost (S206:NO)when waging 
war is completed (S205:YES). Namelythe game server 20 makes the client system 
of a direction the price of was cut shift to watching-a-game modelnsteadthe client 
system set up in order of the following by the subgroup to which this client system 
belongs is made to shift to competing mode (S207)It combines between the name 
of a new client systemand the name of the client system which remained 
undefeatedand the line of the display W1 13 is made to draw. The number of 
markers is made to increase in the victory numeral W1 12 of the client system 
which remained undefeated. And the processing (S201-S207) after setting out of a 
communication character is repeated succeedingly. 

[0164]When the "general" of one of subgroups loses (S206:YESHhe game server 
20 reports the result of the team battle concerned to each client system 1 (S208). 
The game server 20 makes the results display W114 in a subgroup update 
according to a waging-war result. 

[0165]About a class judgingthe game server 20 performs just before or after a 
waging-war result display like Embodiment 1. Upload to the WWW server of a 
waging-war history as well as Embodiment 1 is performed. 
[0166]Thusaccording to the Embodiment 2the same effect as Embodiment 1 is 
done soand also the method of unique play that the game persons of a remote 
place fight a team battle in a team since it constitutes so that execution is 
possible can be provided. 

(Embodiment 3) Embodiment 3 of this invention is related with the communication 



game system for carrying out a round-robin tournament within a waging-war group. 
Since the system configuration in this Embodiment 3hardware constitutionsoverall 
procedureand the operation in each client system are the same as drawing 1 of 
Embodiment 1 thru/or drawing 3drawing 8 and the explanation corresponding to 
itthe explanation is omitted. 

[0167]The "round-robin tournament" of this embodiment means the competing 
mode set in order so that the client system of one might play a match against 
other client systems of all the within the same group. When waging war by the 
combination of 1 is completedother client systems which each client system is a 
client system which is not yet being pitched against each otherand are not being 
pitched against each other are determined as a combination of waging war of the 
next to each client system. 

[0168]In the menu M2 of the state S12 ( drawing 12 ) of drawing 3 a "round-robin 
tournament strategy meeting room" (round-robin tournament waging-war group) is 
createdwhen the client system 1 which serves as a host chooses a "round-robin 
tournament." The client system 1 which creates a "round-robin tournament 
strategy meeting room" determines similarly battle formthe number of secondsthe 
number of setsand the number of stages as Embodiment 1 in conference room 
creation of the state S13. In this conference roomsince the game server 20 makes 
it pitched [ as opposed to / especially / the client system 1 of two or more 
combination ] against each other simultaneouslythe host's client system 1 
registers into the participating member list the member who participates in the 
round-robin tournament concerned out of the waging-war group concerned. 
[0169]The game person of the client system 1 who wants to participate in a 
"round-robin tournament" brings cursor in an expert lobby strategy menu (drawing 
10) on the strategy meeting room icon of strategy name list W3 from which 
competing mode is a "round-robin tournament." The game server 20 specifies 
round-robin tournament DB215 in which searches expert lobby DB212 based on 
this strategy name informationand the waging-war group of the applicable "round- 
robin tournament" is storedreads that detailed informationand returns it to the 
client system 1. When predetermined operation (for exampleAbutton depression) is 
done by the game personin the war situation report window W5 (state S20) the 
game server 20It is judged as a thing with the participation request from the client 
system 1 concerned to the waging-war group under selectionand the client system 
1 concerned is registered into this waging-war group as a new participant (S50). 
That isthe personal information on the client system 1 which wished to participate 
is newly connected with the group information of the waging-war group 
concernedand round-robin tournament DB215 is updated. 

[0170]The example of a screen display with which the client system 1 which has 
participated in "round-robin tournament" competing mode is provided is shown in 
drawing 23 . This "strategy meeting room" is provided for seeingalthough it 
participated in those who started that waging-war group (host)or it. The game 
server 20 performs each display by reading a record corresponding from round- 
robin tournament DB215. 



[0171]The "round-robin tournament" which is this competing mode is shown in 
the title window W1. On the bottom of itthe situation display which shows whether 
it is under [ waging-war ] ###*##the strategy name which is this waging-war 
group's namesand the number of interveners are displayed. About the chat window 
W2or the member list W8 and the game rule window W9it is the same as that of 
drawing 1 6 . Howeverin the game rule window W9since round robin is a game 
rulesetting out about "changing at the time of an end" does not exist. The list of 
battle participating members assigned by the host's client system 1 is displayed on 
the participating member window W12. The number of battle intervenors of the 
round-robin tournament concernedbattle start timebattle finish timeetc. are 
displayed on the introduction W131 of the participating member window W13. A 
battle participating members name is displayed on the name column W132. The 
number of victories of each member by the present is displayed on the number 
column W133 of victories. An asterisk is given to the results column W1 34 from a 
higher rank to fixed ranking about a participating member with excellent results. 
[0172]A player data window can be displayed like Embodiment 1 or 2. 
[0173]In the state S50it restrictswhen the game person of the client system 1 
which is a host pushes the start button of the control pad 1 land the same start 
menu as what was shown in drawing 1 1 is displayed (S51). Howeverit differs in that 
the item of "a start of a game" and "a round-robin tournament participating 
member's registration" is added to the start menu Ml. 

[0174]The power to change a game rule only into the client system 1 which is a 
host is lodged. If a host's game person chooses "a round-robin tournament 
participating member's registration"the game server 20 will display the round-robin 
tournament participating member registration window W13 as moved to a 
participating member register state (S52) and shown in the client system 1 of the 
host concerned at drawing 23 . In this windowit is possible to make a registration 
change of the member whom the host's client system 1 chose from the member 
list W8 at one column of the round-robin tournament battle participating member 
lists. Each numerical value and rule of battle formthe number of secondsthe 
number of setsand a stage are also determined by selection. 

[01 75]If the game person of a host's client system 1 chooses "a start of a game" 
in a start menuthe game server 20 will move each client system 1 to competing 
mode (S54). 

[0176]The detailed operation in round-robin tournament competing mode is 
explained based on drawing 6 . 

[0177]The game server 20 transmits the command which divides the member 
registered as a battle participating member suitably for two or more groupsand 
makes attack mode shift to the client system 1 (S300). The number of 
participating members is odd and the game server 20 transmits the command 
made to shift to watching-a-game mode to the client system 1 which leaked from 
the first waging warand the other KURAI ANSI stem 1. When the client system 1 
which has participated in the conference room concerned afterwards existsthe 
game server 20 makes the system concerned participate in the round-robin 



tournament concerned in watching-a-game mode. 

[0178]The game server 20 makes the character displayed by battle specify to the 
client system 1 included in attack mode (S301). A character is made to choose 
from two or more candidates. If a game person specifies specific key 
operationsuch as an Escape keyat the time of setting out of a communication 
character (S302:YES)it is possible to escape from an endless loop and to return to 
an expert lobby. 

[0179]After setting out of a communication character is completed (S303:YES)a 
game server transmits the command which makes the client system 1 assigned by 
the combination of the first waging war start waging war (S304). Operation of each 
client system 1 and the game server 20 which are in attack mode and watching-a- 
game mode is the same as that of the above-mentioned Embodiment 1. 
[01 80] Waging-war processing is continued until the battle in the first combination 
is completed (S305:NO). When waging war is completed (S305:YES)unless all 
waging wars are completed (S306:NO)it continues a round-robin tournament. That 
isthe game server 20 opposes each client system 1 and the participating member 
unpitched against each otherwithout taking into consideration the victory or defeat 
of the first waging warafter recording the results of the first waging war on the 
number column W133 of victoriesand the results column W134. There is no 
limitation in how to decide the combination. Although it may divide in order of a 
participation listsince there are few losses of timethe direction which made the 
next battle start without deciding combination from those whom waging war ended 
previouslyand waiting for the end of waging war of other groups is preferred. If the 
client system 1 which already played a match against other participating members 
of all the comes outthe game server 20 will transmit the command made to shift 
to watching-a-game mode to this (S307). The number of victories and results are 
updated whenever waging war is completed. 

[0181]When round robin is completed about all the battle participating members 
(S306:YES)the game server 20 reports the result of the round-robin tournament 
concerned to each client system 1 (S308). The game server 20 displays a battle 
participating member's victory or defeat in the form of the victory table W15 as 
shown in drawing 24 . 

[0182]About a class judgingthe game server 20 performs just before or after a 
waging-war result display like Embodiment 1. Upload to the WWW server of a 
waging-war history as well as Embodiment 1 is performed. 
[0183]Thusaccording to the Embodiment 3the same effect as Embodiment 1 is 
done soand also since it constituted the round-robin tournament so that 
execution was possibleafter all the game persons of a remote place fightthe 
method of unique play of vying in the superiority or inferiority of game operation 
can be provided. 

(Embodiment 4) Embodiment 4 of this invention is related with the communication 
game system for carrying out a tournament game within a waging-war group. Since 
the system configuration in this Embodiment 4hardware constitutionsoverall 
procedureand the operation in each client system are the same as drawing 1 of 



Embodiment 1 thru/or drawing 3drawing 8 and the explanation corresponding to 
itthe explanation is omitted. 

[0184]The "tournament game" of this embodiment is competing mode pitched 
against each other in what is called full victory game form in the same group. The 
game server 20 sets up the combination beforehand pitched against each other 
with reference to the group information for tournamentsThe client systems which 
began waging war by this combination from the lower layerand became a winner of 
that waging war are determined as a combination of the next waging warand the 
winner of 1 is determined eventually. 

[0185]In the menu M2 of the state S12 ( drawing 12 ) of drawing 3 a "tournament 
game battle conference room" (tournament game waging-war group) is 
createdwhen the client system 1 which serves as a host chooses a "tournament 
game." The client system 1 which creates a "tournament strategy meeting room" 
determines similarly battle formthe number of secondsthe number of setsand the 
number of stages as Embodiment 1 in conference room creation of the state S13. 
in this conference roomespecially the host's client system 1 sets up the 
combination of the tournament in the battle participating member who is alike and 
participates in the tournament game concerned. 

[0186]The game person of the client system 1 who wants to participate in a 
"tournament game" brings cursor in an expert lobby strategy menu ( drawing 10 ) 
on the strategy meeting room icon of strategy name list W3 from which competing 
mode is a "tournament game." The game server 20 specifies tournament game 
DB216 in which searches expert lobby DB212 based on this strategy name 
informationand the waging-war group of the applicable "tournament game" is 
storedreads that detailed informationand returns it to the client system 1. When 
predetermined operation (for exampleAbutton depression) is done by the game 
personin the war situation report window W5 (state S20) the game server 20It is 
judged as a thing with the participation request from the client system 1 
concerned to the waging-war group under selectionand the client system 1 
concerned is registered into this waging-war group as a new participant (S60). 
That isthe personal information on the client system 1 which wished to participate 
is newly connected with the group information of the waging-war group 
concernedand tournament game DB216 is updated. 

[0187]The example of a screen display with which the client system 1 which has 
participated in "tournament game" competing mode is provided is shown in 
drawing 25 . This "strategy meeting room" is provided for seeingalthough it 
participated in those who started that waging-war group (host)or it. The game 
server 20 performs each display by reading a record corresponding from 
tournament game DB216. 

[0188]The "tournament game" which is this competing mode is shown in the title 
window W1. On the bottom of itthe situation display which shows whether it is 
under [ waging-war ] ******the strategy name which is this waging-war group's 
namesand the number of intervenors are displayed. About the chat window W2or 
the member list W8 and the game rule window W9it is the same as that of drawing 



1 6 . Howeverin the game rule window W9since the tournament is a game rulesetting 
out about "changing at the time of an end" does not exist. A battle participating 
member's tournament combination table determined by the host's client system 1 
is displayed on the battle schedule window W16. The number of battle interveners 
of the tournament game concernedbattle start timebattle finish timeetc. are 
displayed on the introduction W161 of the battle schedule window W16. A battle 
participating member's name is displayed on the name column W163. A battle 
participating member's combination is expressed in the combination display column 
W162 as a diagram type. The course of the participating member who has 
remained undefeated is displayed by a thick line or classification by color without a 
break. 

[0189]A player data window can be displayed like Embodiment 1 or 2. In the state 
S60it restrictswhen the game person of the client system 1 which is a host pushes 
the start button of the control pad 1 land the same start menu as what was shown 
in drawing 1 1 is displayed (S61). Howeverit differs in that the item of "a start of a 
game" and "a tournament game participating member's registration" is added to 
the start menu Ml. 

[0190]The power to change a game rule only into the client system 1 which is a 
host is lodged. If a host's game person chooses "a tournament game participating 
member s registration"the game server 20 will display the tournament game 
participating member registration window W17 as moved to a participating member 
register state (S62) and shown in the client system 1 of the host concerned at 
drawing 26 . In this windowit is possible to make a registration change of the 
member whom the host's client system 1 chose from the member list W8 at one 
name column W163 of the battle schedule windows W16 of a tournament game. 
Each numerical value and rule of battle formthe number of secondsthe number of 
setsand a stage are also determined by selection. 

[0191]If the game person of a host's client system 1 chooses "a start of a game" 
in a start menuthe game server 20 will move each client system 1 to competing 
mode (S64). 

[0192]The detailed operation in tournament game competing mode is explained 
based on drawing 7 . 

[0193]The game server 20 transmits the command made to shift to attack mode 
to the client system 1 of the battle participating member who is to be pitched 
against each other in the combination of the beginning of a tournament game 
(S400). The game server 20 transmits the command made to shift to watching-a- 
game mode to the KURAI ANSI stem 1 of the waging-war member who has not 
participated in a battle. When the client system 1 which has participated in the 
conference room concerned afterwards existsthe game server 20 makes the 
system concerned participate in the tournament game concerned in watching-a- 
game mode. 

[0194]The game server 20 makes the character displayed by battle specify to the 
client system 1 included in attack mode (S401). A character is made to choose 
from two or more candidates. If a game person specifies specific key 



operationsuch as an Escape keyat the time of setting out of a communication 
character (S402:YES)it is possible to escape from an endless loop and to return to 
an expert lobby. 

[0195]After setting out of a communication character is completed (S403:YES)a 
game server transmits the command which makes client system 1 comrades of the 
combination of the 1 st game start waging war according to the combination of a 
tournament game (S404). Operation of each client system 1 and the game server 
20 which are in attack mode and watch ing-a-ga me mode is the same as that of 
the above-mentioned Embodiment 1. 

[0196]Waging-war processing is continued until the 1st game is completed 
(S405:NO). When the time game is completed (S405:YES)unless the finals are 
completed (S406:NO)it shifts to the next full victory waging war. That isthe game 
server 20 displays a course by a specific display mode to the position of the 2nd 
game of the client system 1 which remained undefeated by the first game. The 
game server 20 transmits the command made to shift to attack modeand 
transmits the command made to shift to watching-a-game mode to the client 
system beaten by the 1st game so that those which remained undefeated by the 
1st game in the 2nd game may be pitched against each other (S407). It repeats 
until the finals end such processing (S401-S407). 

[0197]When the finals are completed (S406:YES)the game server 20 reports the 
result of the tournament game concerned to each client system 1 (S408). That 
isthe game server 20 performs a display which praises a champion and the runner- 
up on a tournament game strategy meeting room ( drawing 25 ). 
[0198]About a class judgingthe game server 20 performs just before or after a 
waging-war result display like Embodiment 1. Class's promotion degree may be 
increased especially to a champion and the runner-up. Upload to the WWW server 
of a waging-war history as well as Embodiment 1 is performed. 
[0199]Thussince according to the Embodiment 4 the same effect as Embodiment 1 
is done so and also it constitutes so that execution of a tournament game is 
possiblethe game persons of a remote place can provide the method of unique 
play that it can vie in a new strong man. 

(Modification in connection with Embodiments 1-4) this invention can be changed 
and applied to versatilitywithout being restrained by the above-mentioned 
embodiment For examplealthough the waging-war form of a typical sport called 
Normala team battlea round-robin tournamentand a tournament game was 
appliedother waging-war forms may consist of above-mentioned embodiments so 
that application is possible. 

[0200]Although the participating member was set out of the waging-war group in 
the above-mentioned embodimentthe battle by the competing mode of this 
invention may be provided to all the jointers. The waging-war environment of this 
invention is provided to the client-server which had connected at the stage to be 
the appeal of a game serverand made a participating application. A thing like 
waging war of categories especially specific in a team battlefor exampleeast-and- 
west confrontations possible. In a tournament gamesince a national conference 



can be heldit is desirable. 

[0201]When the combination of waging war in a waging-war group was determineda 
judgment by class was not madebut it may constitute from an above-mentioned 
gestalt so that the grade of strength judged from the waging-war hysteresis 
information of each client system may determine the propriety of combination. 
That issince victory or defeat are clear if those which class leaves too much are 
pitched against each otherit is possible that a game server forbids waging war. 
[0202]When determining the combination of waging war in a waging-war 
groupbased on waging-war hysteresis informationa handicap may be set as each 
client system. If it does in this waysince waging war becomes possible by an 
equivalent power relationshipfairness can be maintained. It may constitute so that 
the class change by the result of waging war may be forbidden like the above- 
mentioned imitation waging war in waging war in the combination to which the 
handicap was set. 

[0203]Although the client system was performing processing which generates 
vibration based on the command from a game serverthe same effect is 
acquiredeven if it constitutes so that a vibration generating means may be driven 
uniquely if the client system is a predetermined operating condition. 
[0204]That isthe design variation which rearranges composition freely according to 
a system about the composition of a database or the division of roles of a game 
server system and a client system is easyand is not limited to the above- 
mentioned embodiment. 

[0205](Embodiment 5) It ranks second and Embodiment 5 concerning this invention 
is described based on drawing 27 - 35. 

[0206]The communication game system concerning this embodiment has the 
feature in the selection process of a characterand the composition of this 
selection process can be applied to Embodiments 1-4 mentioned above. 
[0207]Since it is equivalent to a profile and the thing of each embodiment 
mentioned abovethose explanation is omitted and the system configuration and 
the overall procedure in this Embodiment 5 are explained focusing on a different 
portion. The different main portions are the character selection processes in each 
client system. 

[0208]In order to perform this character selection processeach client system 1 
concerning this embodiment is provided with the control pad 1 1 shown in drawing 

27- 

[0209]This control pad 1 1 is provided with the composition as a manual loader 
which each game person operateslt is connectable with the game machine body 1 1 
by the connecting cord 305 which was provided with the manual operation button 
group 301 the cross key 302the analog arrow key 303the R trigger switch 304etc. 
as a final controlling elementand was provided with the connector P. 
[0210]Among thisthe quick message explained by Embodiment 1 mentioned 
abovefor example is assigned to each button of the manual operation button group 
301 for example. For this reasonthe data of a quick message currently assigned to 
that button can be sent to the game machine body 1 1 only by a playing person 



operating the button of a request of this manual operation button group 301 by 
one-touch in a game. Via the game network 40a quick message is transmitted to 
the client system of a waging-war partner or a spectatorand a superimposed 
display is carried out to the game screen of those monitors 12. 
[021 1]The control pad 1 1 outputs pad data to the game machine body 10 in the 
format shown by drawing 28 when various kinds of final controlling elements (301- 
304etc.) mentioned above are operated. That isall 16-bit pad data is comprised 
and 0-13 bits is assigned to the operating condition of final controlling 
elementssuch as a pad and a stick. The device used expresses 14 bits of twin 
sticks or pads. The last 15 bits are assigned to the bit which notifies the end in 
the custom-made selection mode at the time of the character selection 
mentioned later. Usuallyit is 15bit=0and when notifying the end in custom-made 
selection modeit is set as 15 bit =1. 

[0212]Wearing has become possible free [ attachment and detachment ] about the 
portable card memory 306 as an external recording medium at the control pad 11. 
Although connection port PT of the card memory 306 is not illustrated by drawing 
27it is prepared for the one control pad 1 1 two places. As shown in drawing 27 four 
port A-D which connects the control pad 1 1 is prepared for the game machine 
body 1 1 . For this reasona maximum of four control pads 1 1 can be connected to 
the game machine body 1 land the eight memory cards 306 can be then worked at 
the maximum. 

[0213]This memory card 306 is used for memorizing the data of the character 
(custom-made) customized at the time of the character selection mentioned later 
by this embodiment. With the customized charactera playing person changes the 
color and luminosity of a part according to liking without the shape of the part 
changing the character currently beforehand prepared for each client system 1 as 
a default. That isit can have the memory card of eight sheetsi.e. eight customized 
character dataat the maximum to each client system 1. 

[0214]By connecting this memory card 306 to the port of the control pad 1 1the 
game machine body 10it can be alike in if the data of the character customized 
from the memory card 306 is read and being loaded to RAM of a self-systemand 
can transmit to a partner s client system 1 via the game network 40. 
[021 5]It may be made for the memory card 306 to load the customized character 
data to the game machine body 10 with other recording mediasuch as CD-ROM. 
r0216] Drawing 29 - 31 are processings performed with each client system land 
correspond to drawing 8 in Embodiment 1 mentioned above. 

[0217]As shown in drawing 29 and 30specificallyit is inspected whether the game 
machine bodies 10 of each client system 1 are the contents of operation which 
read a manipulate signal (S599) and show a communication start (S600). When it is 
not a communication startit is in (S600:NO) and independent modeand processing 
as a game device of the usual stand-alone is continued (S601). 
[0218]On the other handwhen the communication start is shownin order that 
(S600:YES) and the game machine body 10 may communicate the synchronous 
modethe general procedure for establishing connection is performed. That isthe 



game machine body 10 chooses and calls the server registered beforehandand 
transmits the required information of a handle namelDa passwordetc. after 
connection (S602). When it cannot connecta processing unit displays that as usual 
error handlingand returns. 

[0219]After connection establishmentthe game machine body 10 displays a main 
menu (S603)reads the transmission command from the game network 40 
furtherand interprets this based on predetermined command agreement. (S604605). 
[0220]Thenwhen the command shows the easy lobby (simple competing mode) 
strategy window display(S606:YES) and the game machine body 10 display a basic 
screen (refer to drawing 9 mentioned above) called an easy lobby strategy window 
(S607). Character selection is performed so that the game machine body 10 may 
be mentioned later (S608: refer to drawing 31 ). 

[0221]Similarlywhen the command shows the expert lobby (skillful competing 
mode) strategy window display(S609:YES) and the game machine body 10 display a 
basic screen called an expert lobby strategy window (S610). Character selection is 
performed so that the game machine body 10 may be mentioned later (S61 1: refer 
to drawing 31 ). 

[0222]In an expert lobby strategy window herevarious window displays ( drawing 1 1 
mentioned above - drawing 26 ) shall also be included besides a basic screen 
(referencessuch as drawing 1 0 mentioned above). These basic screens are 
displayed based on the image data saved at the client system. Howeverthe 
hypertext format file for displaying these strategy window in the game server 
system 2 is storedand timely may be provided with this at a client systemand it 
may constitute so that it may be made to display based on the function of the 
browser for a hypertext inspection. 

[0223]When the command shows the shift to competing mode(S612:YES) and the 
game machine body 10 are replaced with these screen displayand perform waging- 
war processing based on the image data in the client system concernedetc. (S613). 
[0224]Thenwhen a manipulate signal is supplied from the control pad 1 1 
(S614:YES)the game machine body 10 reads the manipulate signal 
(S615)command-izes it according to the command agreement defined 
beforehandand is sent out to the game network 40 (S616). 
[0225]When the information on the quick message outputted into the read 
manipulate signal by operating the manual operation button of the control pad 11 
by one-touch is includedThe game machine body 10 command-izes the 
informationand sends it out to the game server system 2 via the game network 40 
(S617). This quick message is notified to all the client systems 1 of a waging-war 
person and a spectator by the game server system 2. 

[0226]When the information on viewpoint change over the client system 1 under 
watching a game in the manipulate signal is included further againThe game 
machine body 10 changes the viewpoint of the virtual camera in game space 
according to the informationand orders it imaging processing of the game space 
projected from the position in a self^system (S618). That ischange of a camera 
viewpoint functions separately effectively only in the observed client system 1. 



[0227]When [ to which it came ] a command is transmitted from the game network 
40(S619:YES) and the game machine body 10 read thisand interpret it based on 
command agreement (S620). 

[0228]Subsequentlythe game machine body 10 displays text on the screen of the 
monitor 12 based on the chat informationwhen chat information has been sent as 
a command (S621). this embodiment — this chat information — the client system 
1 under watching a game — although it communicates to allit may constitute so 
that chat information may be mutually exchanged by client system 1 comrades 
under specific watching a game. Even if the client system 1 under waging war 
receives this informationthis is discarded and the waging-war person's feeling is 
kept from becoming diffuse by chat information. 

[0229]When the command vibrated as a command has been senta game machine 
body performs processing which vibrates the vibration generating means 1 1 1 of 
the control pad 1 1 (S622). 

[0230]The game machine body 10 performs endless loop processing which does 
not return unless special operation of an escape etc. is carried out involving Steps 
S604-S622. 

[0231]Nextthe selection routine of the character mentioned above is explained 
based on drawing 31 . 

[0232]the game machine body 10 usually receives selection mode (1st selection 
mode) in order to make a playing person choose one's character — character 
selection picture GM1 is usually displayed as an initial screen (S701: drawing 32 ). 
Since this screen display is performed between the client systems 1 of the both 
sides with which waging war is constructedboth playing persons will look at 
common screen GM1 at first about character selection. A desired character is 
specified choosing the character button on the screen later mentioned while both 
playing persons look at this screen GM1. 

[0233]It is characterized by this thing [ that character selection picture GM1 is 
usually provided with the following ]. 

The buttons B1-B1 1 for choosing the usual character (it is usually hereafter called 

a character) which hangs on the upper part from near [ the ] a center sectionand 

is beforehand stored in the game machine body 10 or the game server system 2 as 

a default for the normal modesas shown in drawing 32 . 

Button:"random" B12 which chooses a character as random modes. 

Two buttons for choosing KYARAKU as custom modes: "Custom-made" B13 and 

"custom-made load" B14. 

The window which displays required game information besides this message 

window M1 for which the message from the message and partner from itself is 

usually displayed on character selection picture GMIand M2 is set up. 

[0234]In order that [ this ] character selection picture GM1 may usually choose a 

characterof courseit usesbut it usually serves also as the button screen for 

choosing the character of a random mode and a custom mode. 

[0235]The buttons B1-B1 1 are buttons specified at the time of the normal mode. 

These buttons are character selection buttons common to all the client systems 1 



beforehand set up as a defaultthey are choosing simply with cursor so that one of 
buttons may be mentioned laterand they can specify the character. Herea desired 
character can be chosen from 1 1 kinds of characters (body for versus fighting 
games). 

[0236]The button B12 ("random") is a button specified at the time of a random 
mode. Specification of this button B12 will prepare a character automatically by 
the CPU side of the game machine body 10 of the client system 1. 
[0237]The two buttons B13 and B14 ("custom-made one" and "custom-made 
load") are buttons selectively specified at the time of a custom mode. In the state 
where character data is not loadedif which these buttons are specifiedit will still go 
into the procedure in which the character data customized from the memory card 
306 with which the control pad 1 1 mentioned above is equipped is loaded. 
[0238]Subsequentlythe game machine body 10 computes now the position of 1P 
cursor (its character selection cursor) usually put on character selection picture 
MGIand 2P cursor (a partners character selection cursor) (S702). This cursor 
position is generated as putt data mentioned aboveand is sent to the other party 
via the game server system 2. This cursor position can be arbitrarily changed by 
operating the control pad 11. Its 1P cursor is displayed on its usual character 
selection picture MG1 around the buttons B1-B14for example as a green frame as 
it is. The data of a waging-war partners 2P cursor is sent via the game network 
40and is displayed on its usual character selection picture MG1 around the 
buttons B1-B14for example as a red frame. 

[0239]In the state of usual character selection picture MG1 illustrated to drawing 
32its 1P cursor is placed by the "custom-made load" of the button B14andon the 
other handthe partners 2P cursor is placed by the button B3. 
[0240]Thenit is judged whether based on the position on the screen which its 1P 
cursor shows the game machine body 10a "custom-made load" or first "custom- 
made one" are specified (S703). 

[0241] And if it turns out that a "custom-made load" or first "custom-made one" 
are specified by this judgmentcustom-made data selection screen GM2 will be 
displayed (S704: refer to drawing 32 ). This custom-made data selection screen 
GM2 has presented the window A1 which imitated the memory card 306 which 
belongs to the sign and each port of four port A-D of the game machine body 
10A2B1 — D1and D2 so that it may illustrate to drawing 33 . And the window which 
shows the part where it is actually equipped with the memory card 306 raises 
luminosityand is displayed (a slash shows in drawing 33 ). in nowthe port B1 of the 
control pad 1 1 by which drawing 33 is connected to the port B of the game 
machine body 10and B-2 are equipped with the memory card 306respectively — it 
j s ing). 

[0242]Thenthe game machine body 10 makes the desired memory card 306 specify 
via the button of the control pad 1 1 ( drawing 31 : S705). That isin the case of the 
present examplethe port B1 and which memory card 306 of B~2 are specified. 
When this specification is madecharacter data is loaded to the game machine body 
10 from the memory card 306 of the appointed port (S706). Processing of Steps 



S704-S706 is equivalent to custom mode processing. Thena screen is usually 
returned to character selection picture GM1 (S707). 

[0243]On the other handas for the game machine body 1 0in judgment of NO at 
said step S703button selection judges whether it is a state "custom-made (button 
B13) one" once performing "a custom-made load (button B14)" (S708). In this 
casesince it is in the state where the character data of the customized request is 
already loaded to RAM of the game machine body 10custom mode processing of 
Steps S704-S706 is omitted. 

[0244]That iswhen specifying a custom modeuse both "a custom-made load 
(button B14) and" and "custom-made (button B13) one"but. One "custom-made 
(button B13) one" can make the re set to the same character perform by one- 
touch simplywhen the customized character data is already loaded. Howeverwhen 
the customized character data is the new specification which is not yet loaded. 
Even when "a custom-made load (button B14)" and any "custom-made (button 
B13) one" are operatedprocessing including custom mode processing of Steps 
S704-S707 is newly performed (S703). 

[0245]Subsequentlyin judgment of NOthe game machine body 10 judges whether a 
selection button is [ "random" ] in B12 at Step S708 (S709). When it is judged 
that it is "random" specification by thisproper random mode processing of showing 
the character which the computer side set up automatically is performed 
(S710)and the character data is loaded to VRAM of the game machine body 10. 
[0246]On the other handwhen judgment of NO comes out at Step S708the game 
machine body 10 is in any for the normal modes in the button chosen. For 
examplein the case of drawing 32 it is in any of the buttons B1-B1 1. Thenthe game 
machine body 10 distinguishes a designation buttonand processing (normal mode 
processing) which is assigned to the button and which usually loads the data of a 
character to its VRAM is performed (S71 1). 

[0247]In parallel to character selection being made as mentioned abovethe game 
server system 2 and synchronous communications are periodically performed by 
the communication apparatus 101 of the game machine body 10 in both directions 
via the game network 40. 

[0248] For this reasonthe character data loaded to the cursor position information 
on screen GM1 computed at Step S702 and its VRAM is transmitted to the game 
server system 2 via the game network 40. This character data is sent and stored 
in the other party's client system land is used for the display of the game screen 
accompanying subsequent waging war. The other party's client system 1 the 
character data and the information which have been sent to the origin of control 
of the game server system 2 via the game network 40 on the contrarylt is 
periodically received by the communication apparatus 101 of its own game 
machine body 10 at any timeand downloads to the game machine body 10. 
[0249]Thenbased on the cursor position on usual character selection picture MG1 
which is contained in this receipt information as for the game machine body 
10Nowwhile the other party's client system has chosen the character data for 
custom modes (custom-made data)or the character data for random modes 



(random data)it judges ****** (S721). When this judgment is NOsimilarly based on 
cursor position information^ is judged whether the selection start of custom-made 
data or the random data was carried out continuously (S722). Since it turns out 
that it is specification of the normal mode when this judgment also serves as 
NOthe game machine body 10 orders it screen-display processing of the normal 
mode (S723). 

[0250]Since the character which the other party has chosen in screen-display 
processing of this normal mode is usually a characterit orders it the processing 
which doubles the position of 2P cursor with the button according to that cursor 
position. 

[0251 ]On the other handwhen set to YES at Step S722it is shown that selection 
of custom-made data or random data was started by the other party now. That 
isit is that time of a button "random"a "custom-made load"or "custom-made 
one" being specified. For this reasonthe cursor position (putt data) received next 
reads the game machine body 10it is thrown awayand orders it processing (S724). 
That isalthough putt data is readit orders display processing the processing 
(namelycancellation processing) canceled as it iswithout giving. 
[0252]Subsequentlythe game machine body 10 orders it display screen processing 
of the custom mode transposed to the cursor position (putt data) which was being 
used until just before the cancellation processing start instead of the canceled 
putt data (S725). (thereforein between [ while cancellation of the cursor position 
continues (i.e. in between / the selection process to the other party's random 
mode or custom mode continues /) ]). Obtaining help by judgment of Step S726 
mentioned laterthe position of the other party's 2P cursor usually displayed on 
character selection picture MG1 does not change. 

[0253]It is judged whether selection of custom-made data or random data ended 
the game machine body 10 from the binary condition of 15 bits of the putt data 
mentioned above (S726). When this judgment is NOpad data readsit throws away 
and processing and display screen processing of a custom mode are continued 
noting that this selection continues (S724S725). 

[0254]Howeversince selection of custom-made data or random data was 
completed when judgment of YES was given at Step S726it returns to screen- 
display processing of the normal mode (S727). 

[0255]Since character selection of this embodiment is performed as mentioned 
abovenot to mention the time of the normal modeit is a natural picture state also 
about the character data at the time of a custom mode and a random modeand 
where game nature is securedit can load. 

[0256]namely — when while is pitched against each other and a playing person 
specifies those modes on a screenthe received cursor positioni.e.putt datareads - 
- throwing away (cancellation). On another playing person's screenit becomes 
[ that 2P cursor which shows a partner's character selection is fixed to a 
"custom-made load"custom-made oneor a "random" button with asand ]and it 
does not move until character selection in this mode finishes. Therebyanother 
[ which was mentioned above ] playing person can recognize that the other party 



makes character selection by the custom mode or a random mode. At this timethe 
unnatural motion whose screen content cursor does not suit is not carried outand 
sense of incongruity is not producedeither. On the other handalthough the case of 
the playing persons which the inside of the hand understands may be able to 
expect a partners selection character from an unnatural motion of partner 
cursorsince partner cursor does not move at the time of these modesthe hope for 
a game is raised on the contrary. 

[0257]By thuseasy cancellation processing in which the data which you did not 
need to tell that only specific processing called character selection changed the 
format of transmitted and received data and on which you want to display it by the 
other party is read and thrown away after reception by the other party. The 
consistency of the transmitting and receiving processing to real time synchronous 
communications is maintainable. 

[0258]Thusan example of the game screen obtained via character selection is 
typically shown in drawing 34 and 35. For examplethese game screens gathered 
through the expert lobby strategy windowthey are screens which two the waging- 
war person and the ten remaining spectators (standby person) by whom waging 
war was decided among 12 playing persons according to the game mode look at. 
[0259] Drawing 34 is an example of the game screen which one side of the two 
playing persons currently pitched against each other looks at from the monitor 12. 
This game screen shows the game space which kept the camera viewpoint in the 
overhead location of one characterand the mutual character C1 selected through 
the above-mentioned character selection process and C2 confront each other. 
Emblem EB1 of both waging-war persons and EB2 are displayed on the position of 
the lower slippage to the both the right and left ends of this screen with 
identification number ID1 of both sidesand ID2respectively. The window WDa of a 
quick message is displayed on the position of the lower slippage to middle of the 
screen. This quick message is sent and displayed also on all the observed client 
systems 1 as well as a waging-war person. Since a quick message can be 
displayed by easy operationthere is almost no trouble in operation of a gameand 
the atmosphere of a game can be enlivened. Life gauge LG1 which shows the 
window WDb which shows residual timeand the remaining power of both 
charactersLG2etc. are displayed on this game screen. 

[026Q] Drawing 35 is an observed example of the game screen which a certain 
playing person looks at from the monitor 12. This game screen shows the game 
space of another game which kept the camera viewpoint in the arbitrary positions 
of game space. The point which is different compared with the case of drawing 34 
is that the window WDc which displays the mode of the present camera viewpoint 
on screen lower left slippageand the window WDd where the chat information 
which spectators perform is displayed on the upper part of a screen are 
displayedrespectively. 

[0261]Since a game can be observed from original arbitrary camera viewpoints for 
every client system in the case of a spectatorthe mode of the camera viewpoint 
at that time is displayed. 



[0262]Chat information is displayed on the window WDd by which translucence 
processing was carried out. Therebya game screen can hardly be affected but 
spectators can exchange the comment over the present game conditionetc. for it 
through this window. Thereforea sense of togetherness of having participated in 
the game together etc. are raisedthe interest over a game also boils furtherand 
getting bored also decreases. Since only a spectator can exchange this chat 
information and it is not displayed on a waging-war personevils — the 
concentration to a game is weakened — are also prevented. 
[0263]Thuswhen a certain client system 1 is assigned to attack modethe game 
machine body 10While moving one's character based on a manipulate signalthe 
position and mode of a character of an enemy are changed based on the operating 
command provided from the game network 40. The assignment of an operating 
command can be arbitrarily defined for every game. By these 
processingsexecution of game waging war of him is attained as if a game person 
connects the two control pads 1 1 to one game machine and was playing a match 
against others. 

[0264]On the other handwhen a certain client system 1 is assigned to watching-a- 
game modethe game machine body 10 moves the character of the both sides 
under waging war on a screen based on the operating command provided from the 
game network 40and changes the display mode. At this timethe game screen under 
watching a game is easily changed into a desired position and an angle because a 
playing person operates the switch of his control BADDO 1 1 (refer to drawing 35 ). 
[0265]By processing of this viewpoint changethe playing person under watching a 
game can acquire easily the picture which looked at waging war from all the places 
of game space. Therebythe playing person can observe the stages of progress of a 
gameetc. in details moreand can enjoy more presence of a gameand can 
experience a sense of togetherness to a game. Thereforemost things which a 
feeling of interest to a game has a high thingand having watched a game also gets 
bored are lost. 

[0266]In additionsince a chat is possible in client system 1 comrades currently 
assigned to this watching^a-game modethe game person can hold watching game 
games with feeling as if it was aiding that the friend was holding game waging war 
in the amusement center. 

[0267]Although the above-mentioned embodiment explained the cancellation 
processing to a display which depends on received data reading and throwing away 
about the character selection processthis invention is not limited to thisand when 
expressing the game scene etc. which are different among both client systemsit 
can be applied. 

[0268]In additiona picture and sound as the method of providing a client system in 
each above-mentioned embodiment. The program data which operates 
fundamental image datasound dataand them is stored in the client systemand the 
gestalt of having transmitted the command which operates them and operating a 
client system was taken from the game server. 

[0269]Howevermaking a hypertext format file peruse may constitute a picture and 



sound from the game server side so that offer is directly possible. For exampleit is 
preferred from a viewpoint of the simplicity of an information updateand the load 
sharing to a device to carry out the file inspection only of the window screenssuch 
as a strategy meeting room. 
[0270] 

[Effect of the Invention]Since it makes it possible to form a group among many 
and unspecified client systems according to the invention in this applicationln the 
conventional communication game systemthe method of the variegated play which 
was not provided can be providedgame persons' communication can be aimed 
atand a communication game can be made still more interesting. 
[0271]The demand of liking to mainly play those which can also be said to be the 
friend on networkssuch as what a hobby suits by composition of the invention in 
this application especially in the communication game environment in which much 
unspecified people have participatedcan be filled. 

[0272]The demand of enabling evaluation of one's skill can be filled with the 
combination of variegated waging warssuch as a team battlea round-robin 
tournamenta tournament gameetc. which are usually carried out by the 
composition of the invention in this application by the game in which many persons 
participateor game. 

[0273]The demand of liking to observe and enjoy it by the invention in this 
application furthermore even if it is a case where the game person itself is not 
being pitched against each other while other persons are being pitched against 
each other can be filled. For examplesince communication of the spectators which 
were not provided in the conventional communication game system can be aimed 
at positivelyeven if it is under watching a gameit can have a sense of togetherness 
to a gameand a communication game can be made still more interesting. 
[0274]The communication game which operation concerning this selection cannot 
give sense of incongruityand can maintain the hope and upsurge of sentiment in 
front of a game by the invention in this application when choosing the character 
used for a versus fighting game can be provided. 
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[Brief Description of the Drawings] 

[Drawing 1] The system configuration figure of the communication game system of 
this invention. 

[Drawing 2] The hardware block diagram of the communication game system of this 
invention. 

[Drawing 3] The state transition diagram of the communication game system of this 
invention. 

[Drawing 4] The flow chart of the communication game disposal method (normal 
competing mode) in Embodiment 1. 

[Drawing 5] The flow chart of the communication game disposal method (team 



battle competing mode) in Embodiment 2. 

[Drawing 6] The flow chart of the communication game disposal method (round- 
robin tournament competing mode) in Embodiment 3. 
[Drawing 7] The flow chart of the communication game disposal method 
(tournament game competing mode) in Embodiment 4. 

[Drawing 8] The processing flow chart of the client system in this invention. 
[Drawing 9] The display example of an easy lobby strategy window (S01). 
[Drawing 10] The display example of an expert lobby strategy window (S10). 
[Drawing 1 1] The display example of a start menu (S1 1). 

[Drawing 12] The display example of a conference room selection menu (S12). 

[Drawing 13] The display example of comment registration (S14). 

[Drawing 14] The display example of a war situation report window (S20). 

[Drawing 15] The display example of a jointer list (S21). 

[Drawing 16] The display example of a normal strategy meeting room (S30). 

[Drawing 1 7] The display example of a player data window (S33). 

[Drawing 18] The display example of a game rule change window (S32). 

[Drawing 19] The display example of a team battle strategy meeting room (S40). 

[Drawing 20] The display example of a player data window (S43). 

[Drawing 21] The display example of a battle schedule change window (S43). 

[Drawing 22] The display example of a round-robin tournament strategy meeting 

room (S50). 

[Drawing 23] The display example of a participating member registration window 
(S52). 

[Drawing 24] The display example of a score sheet (S55). 

[Drawing 25] The display example of a tournament game strategy meeting room 
(S60). 

[Drawing 26] The display example of a participating member registration window 
(S62). 

[Drawing 27] The outline lineblock diagram of the game machine body concerning 
Embodiment 5. 

[Drawing 28] The mimetic diagram showing the composition of a data format. 
[Drawing 29] The flow chart which shows the outline of character selection with 
drawing 30 . 

[Drawing 30] The flow chart which shows the outline of character selection with 
drawing 29 . 

[Drawing 31] The flow chart which shows the outline of the manipulation routine of 
character selection. 

[Drawing 32] The figure showing the initial screen at the time of character 
selection, 

[Drawing 33] The figure showing the selection picture in the custom mode at the 
time of character selection. 

[Drawing 34] The figure which illustrates the game screen for waging-war persons. 
[Drawing 35] The figure which illustrates the game screen for spectators. 
[Description of Notations] 



1 — Client system 

2 — Game server system 

3 — WWW server system 

4 — Line network 

10 — Game machine body 

1 1 — Control pad 

12 — Monitor 

20 — Game server 

21 — Storage area (database) 

30 — WWW server 

31 — HTML storage area 

40 — Game network 

41 — Internet 

100200 — Processing unit 

101201 — Communication apparatus 

102 — Output data generating device 

110 — Manual operating device 

111 — Vibration generating means 

210 — User databases 

211 — Easy lobby database 

212 — Expert lobby database 

213 — Normal database 

214 — Team battle database 

215 — Round-robin tournament database 

216 — Tournament game database 
306 — Card memory 



